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SECTION I. 












The Recreation Leader 

A vast increase of human joy can be brought about by 
uniting education and recreation. Human arts and crafts 
and skills need reviewing; we need more music , more 
good fellowship , more community spirit , more beauti 
ful cities , more value in our social life. Unite recreation 
and education and we should soon see a great revival of the 
fine arts and perhaps a revival of the trade as well. 

Dr. L. P. Jacks. 
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RECREATION AND LIFE 


# 


Leisure hours should be enjoyable hours in which mutual experiences 
may be shared. Happy is the man or woman who has a hobby or sport. It 
is through this comradeship that organization and community relation¬ 
ships are strengthened. In rural areas, particularly, young people look 
forward with a great deal of anticipation to friendly gatherings for they 

realize that a 


good sport” usually has a good time and enjoys a host of 
friends. The adage, “Play and the world plays with you; sit and you sit 

will always apply. Of the young adult who has reached maturity 


U 
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alone, 

without knowing the many pleasures of recreation we would say, not 

« • 

disparagingly, but with sincere regret, that he has missed one of life’s 






richest gifts. 


It is for this reason that leisure hours, like money, should be saved 
and carefully planned if they are to be spent profitably and enjoyed to 
their utmost. The need for a balanced educational and recreational life was 
seen by Henry Ward Beecher when he said: “The man who carves so 
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steadily that he has no time to sharpen his knife always works with dull 
tools and, therefore, cannot make for efficiency. 

have proven the truth of this statement, for “All work and no play makes 

Experience teaches that where a community has a 
thriving social life, co-operatives are more likely to succeed. Directors of 

church organizations and various social agencies have no hesitation in 

• * • ♦ 

claiming that a good recreation program is an important factor in 
developing young people’s work. Psychologists, too, have proven that 
greater efficiency results in working hours if students and adults pursue 
some form of recreation in their leisure time. 
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Teachers, particularly. 
























































































Jack a dull boy. 
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Recreation has always had an important place in our community and 

national life. Canadians spend almost twice as much for recreational 

activities in a year as they do for clothing, and twice as much as for general 

household appliances. The community club, the soft-ball teams, the 

national hockey play-offs and the International Olympic Games all 

expression of our lasting faith in the spirit of youth at play. When the 
depression struck us, 
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the Dominion-Provincial Youth Training Plan, 

designed to restore strength and inspire confidence to the nation’s 
youth, placed great emphasis on recreation. The thoroughly planned 
program for his leisure hours, offered to the lad in the armed forces 
today, is proving its power in strengthening the morale of a country at 

. Surely the world of tomorrow will hold aloft the banner which 
carried the Greeks to such magnificent heights: 
body. 
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A sound mind in a sound 
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QUALIFICATIONS FOR LEADERSHIP 


Have you ever asked yourself or your best friend this question: 
What was wrong with the program and the way I conducted it tonight ? 
Nobody seemed to have a good time during the recreation hour. Perhaps 
I wasn’t meant to be a recreation leader.” When a young person realizes 
the recreation period wasn’t all that rt might have been and has the 
initiative to overcome some of the difficulties, he is on the road to becoming 

conscientious leader. Check yourself with the following list of leadership 
qualifications and decide which weak points 

on during the coming months. At the conclusion of three months, 
yourself again and note the improvement. When checking opposite each 
of the qualifications, it may be necessary to mark yourself in varying 
degrees. For example, if you can sing, play the piano, lead a sing-song 
and have a good ear for music, you should give yourself four points, but if 
you can only sing, just give yourself one point. 
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you are going to concentrate 
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Score 
Score Three 

Possible First Months 

% 

Score Month Later 






















Qualifications 
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1. Lover of People 

2. Good Mixer. . . 

3. Self Discipline. 

4. Perseverance 

5. Loyalty.... 

6. Enthusiasm. 

7. Originality. . 

8. Initiative... 

9. Sense of Humor. 

10. Sympathetic Understanding 

11. Simplicity. 

# 

12. Sense of Justice. 

13. Leadership Training and Experience 

14. Tact. 

15. Poise. 

16. Good Voice. 

17. Vision. 

18. Musical Ability. 

19. Wide Variety of Interests 

20. Desire to Serve People. . 

I • 

21. Courage to Stand by Convictions . 

22. Resourcefulness. 

23. Reverence. 

# 

24. Ability to Train Future Leaders... 

25. Confidence in Yourself and Group.. 
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Check your score with the following chart: 

A. An ideal community leader and mixer. . . 

B. An all-round leader.. 

C. An average leader. 

D. A fair leader (requires leadership training) 

Anyone who has a score under 60% should arrange to work with an 
experienced recreation leader for several months and attend a leadership 
school if possible. Young people in this group prove to be valuable leaders 
and assistants if given the opportunity to develop self-confidence and a 
recreation technique. 
















between 90% - 100% 
between 80% - 90% 
between 70% - 80% 
between 60% - 70% 
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LEADERSHIP PROBLEMS AND SUGGESTED SOLUTIONS 
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Every rural community leader is faced with certain problems. The 
following chart, used through the kind permission of Robert C. Clark of 
the Rural Sociology Section of the Iowa State College, sets forth nine of 
the more common problems, and lists a number of solutions. 










































Suggested Solutions 

(a) Profit by every opportunity to lead. 

(b) Speak briefly, distinctly and accurately. 

(c) Practise the game with friends. 

(d) Have a thorough understanding of the 

activity before attempting to teach it. 

• 0 

(e) Put yourself into the game. 

(f) Seek to inspire confidence and SMILE. 


Problems 

1. To gain confidence as a 

leader. 






0 


% 




2. To teach the activity so 


Suggested steps in teaching games: 
everyone understands it. (a) Know the game. 

m 

(b) Give the name. 












(c) State the directions. 

. (d) Demonstrate how to play it. 

(e) Play the game once—make the neces 

sary corrections. 












% 
















# 


3. To gain and maintain 

interest. 


(a) Choose first event to capture interest; 

awaken interest and create desire to 
participate; grand march, etc. 

(b) First activities should set the pace, tone, 

atmosphere. 

(c) Make decisions quickly, encourage los 

ing side, avoid arguments by repeating 
the game. 

(d) Stop playing the game when interest is 

at its peak. 

(e) Know the game and sequence on program 

to avoid pauses, corrections, repetitions. 

(f) Plan for variety get-acquainted games 

quiet games, folk games, stunts, etc. 
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4. To obtain the attention of (a) Use a whistle. 

(b) Raise one hand to signal. 

(c) ' Cease talking until all is quiet. 

(d) Clap hands. 

(e) Sound a note on the piano. 


your group. 


6 









5. To secure 100% 

participation. 


(a) First item on the program should be 

a key to this. Use a game in which all 
can participate. 

(b) No side lines—jolly them into it—use 

diplomacy. 

(c) Always keep your crowd working as a 

unit. 

(d) Carefully plan your program with 

respect to “who will attend.” 

(e) Don’t scold the one who makes a mis¬ 
take—his mistake may be an asset. 














6. To get more individuals to (a) Select a recreation committee for differ¬ 
ent meetings. 

(b) Ask inexperienced individuals to plan 

programs with you. 

(c) Assign certain games to certain indi 

viduals. 

(d) Be patient, sympathetic and ready to 

# 

praise. 


share in leadership. 


7. To break down certain (a) Expose the persons who are criticizing 

prejudices , criticisms , 

and dislikes toward (b) Discuss with them your point of view 
activities. 


to active participation. 


and be sympathetic to theirs. 

(c) Give the activity a name to which they 

are not opposed. 

(d) Actually demonstrate to them what the 

activity can do for a group and a com 

- munity. 








8. To select games and stunts (a) Keep a loose leaf book and place all pro 

best suited for different 
activities. 


grams and paper clippings in this book. 
Divide your recreation book into various 
sections for stunts, relays, etc. 

(b) Choose games that do not require too 

much equipment and that are seasonal. 


PARTICIPATE—become interested. 
PRACTISE—with others. 

PLAN—with an experienced person. 
PARTICIPATE—in leading. 
PRACTISE—leading yourself. 

PLAN—what points need improvement. 


9. To carry out these sug 

gested solutions. 
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SOME REQUISITES OF A GOOD RECREATION LEADER 

» • 

A good leader is a great follower who has won promotion on the 
battlefield of life” — Dr. L. P. Jacks. 

1. Plan the program thoroughly with your committee several weeks in 

advance. 

• * ' * • 

# 

2. Play the game yourself and put all the spirit, enthusiasm and physical 

energy you have into your activities. You need only to appear to be 

_ ♦ * 

bubbling over with fun and the young folk will catch the spirit. 

3. Study human nature and find out which approach will appeal to seat 

huggers and inactive persons. Encourage the bashful and commend 
good sportsmanship. 

4. Have confidence that any game you undertake will be a real success. 

• • 

Know exactly what you want your recreation committee to do, but 
don’t spend all your time telling the other fellow what to do next. 

5. Remember , a real leader often directs and supervises from the ranks without 

being over-conspicuous. 

6. Show other people how to develop the qualities of a true leader by letting 

them lead an occasional game or folk dance. 

a • 

7. Act naturally before a group and show the crowd that you love to be 

one of a community gathering. 

0 

8. Be tactful and reprimand no one publicly rather repeat the game and 

profit by previous errors. 

9. Never overdo a good game; if people seem to tire, ask them to join in a 

rollicking sing-song for the remainder of the period. 

• , • 

10. Speak clearly and distinctly in a pleasant voice that commands respect. 

11. Laugh with the group and give your instructions lightly. 

• • 

12. Think ahead and visualize what your next move will be. A good leader 

never keeps a crowd standing or sitting while he leads into his next 
game. 

13. Be graceful in every action and preserve your dignity. 

14. Insist that players do not cheat. 

15. Cultivate a good memory and always have an extra supply of games 

on hand. 

16. Demonstrate a game or folk dance, step by step. 

17. Use you imagination and adapt the game to suit the time, place and 

situation. 

. 

18. Express your appreciation to helpers and be courteous when questions 

are asked. 
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Lynn Rohrbough, the prominent American Director of Recreation, 
says, “Anyone who undertakes to be a leader of recreation must first see 
that life at its highest and best is his concern. Otherwise, it does not 

r 

matter how much leisure is spent. It seems self-evident that what an indi 
vidual does in the hours when he is free from the compulsions of work 
must have a great influence on the sort of person he becomes. 

Every person desires three things above all others from life—happi 

\ « 

ness, security and peace. Happiness is a primary factor in our lives and is 

present only when we have congenial friends of both sexes, pleasant 

surroundings, recognition for our work and wholesome fun. In this booklet 

we will discuss just how we can go about having a good time with our 

friends in study groups, locals, church groups, and other co-operative 
circles. 
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SECTION II. 
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How to Plan a Social 






















Recreation is not a time filler or 
a time killer; rather its purpose is 
to make time a living , vital thing. 

A capable recreation leader will assure the group of an entertaining 
program by planning it well ahead. The enthusiasm radiated by leaders is 
contagious and will be reflected in the spirit in which the young people 
put themselves into the game. Junior recreation leaders may find the 
following outline helpful when planning the weekly recreation hour for 
the local group. 
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SUGGESTED OUTLINE FOR A SOCIAL 




























1. Plan your program in detail, listing your games on a small piece 

of cardboard. Be sure you have a few “extras. 

2. Start with a good sing-song, as singing brings your group to life. 

Use a variety of songs. 

3. Follow with a good mixer as the first game. 

. 

4. Carry on with a quiet game and then ask to have the chairs 

moved aside. 

5. Announce a lively circle game and follow on with active games 

for the duration of the recreation period. Remember to make 
your formations follow through; that is, a circle game after a 
circle formation, a relay after a relay, and so forth. This saves 
continuous numbering and replacing of individuals. 

6. Work up to a grand climax with several singing games or folk 

dances. 

7. Lastly, present a good stunt before lunch is served, or if time 

permits add variety to the evening's program with humorous 
stunts put on by two or three people. 

8. Close the recreational period on an inspirational note with several 

appropriate songs or the usual closing ceremony. 
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When preparing a recreation period give as many members as possible 
something to do. For instance, ask several mischief-makers to see that 
everyone enters the game and that there is no side-line. Select several 
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giggling girls to hand out the pencils and paper, and suggest that other 

boys clear away the chairs. Keep a pianist at the piano and be sure she is 

# 

familiar with the music for the games. Before you commence to conduct 
the social, check to see that you have all the necessary play equipment 
conveniently at hand, thus avoiding any long pauses or embarrassing 
intervals while you dash out to locate a scarf or a ball. 

Select a boy and a girl to assist in running off the games or stunts. 

m 

The leader will then be free to direct the activities with poise and assurance. 
Plan activities that can be thoroughly prepared in a short time. Draw on 
local resources for skits, plays, stunts, musical numbers and so forth. 
Remember that the interest is greater when the participants have a part 
in the planning. Lastly, try to build your recreational program around a 
central theme if possible and thus lend unity to the evening’s program. 

Every leader learns in time to profit by mistakes and experiences. It 
is very encouraging to check each week’s recreation period with the 
following chart and note the improvement from week to week. If you can 
place a positive check-mark after most of the questions on the chart or 
make at least 80% you may rest assured that your recreation programs 
are quite successful. 
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WAS YOUR LAST SOCIAL A SUCCESS? 


















































Personal Check 
























Question 




Per 1st 2nd 3rd 
cent Week Week Week 
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1. Did the games contribute to the physical 

well being?. 

2. Were the games and folk dances easily 

taught and quickly learned? (One mark 
for each successful game or folk dance).... 

3. Did all age-groups mix during the social 

hour ?.. 

4. Were your games suitable for the season, 

program theme, crowd, place and equip 
ment? (Three marks for each)... 

5. Did the games have a social, educational, 

and cultural value ? (Four marks for each) 

6. Did you notice co-operative activity 

among the players?. 

7. Did the majority of the members enter 

into the activities? (One mark off for 
each “sitter”) 

8. Did at least five members compliment the 

recreation committee on the program at 
the conclusion of the evening? (Three 
marks for each favorable remark). 

9. Did several people say at the end of certain 

games, “Oh, I wish we could keep on 
playing that game ” ?. 

10. Did any of the players look bored? (One 

mark off for each noticeably bored 
person)... 
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✓ 


12 




12 


0 
















15 










> 












15 








5 






















10 
































W 




Total.... 100% 












































PLAN A YEAR’S PROGRAM 

* • 

* 

One of the first tasks to be completed at the annual meeting is to 

plan the year’s program in advance. Your recreation activities will 

smoothly and efficiently for the year if you select a recreation convenor 

and two assistants. This committee then has the responsibility of drafting 

a recreation schedule for the year. The following chart may serve 
guide to a new leader. 
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Month 

October 


Program and Suggestions 

Hallowe’en Masquerade—Quiz Contest 
November One Act Play Festival. 

December Co-op Night and Box Social 


Committee in Charge 






» 


























































12 












































January 
February 
March 
April 
May 
June 
July 
August 

September Old Time Dance... 

Once you have filled in and discussed the above outline you will be 
ready to plan your first social for the year. Four model programs are given 

« * * # 4 

in this section as a guide in planning a well-balanced social hour. 

# 

» 

The Value of Sing Songs 

Dr. Frank Crane says: “Music is perhaps the best recreation in the 
world. It is also the best unifier in the world. It is the best bond of comrade¬ 
ship.” A good song leader and pianist in a group are just as essential as a 
good president and secretary. 

The rich enjoyment which any 
gathering derives from a rous¬ 
ing sing-song is known to 
everyone; add to this the 
unquestioned moral force 
which music exerts i generally 
and one feels that every local 

meeting or social get-together 

should commence with a period 

# 

of wholesome community sing¬ 
ing. A few well chosen songs 
conducted by a capable leader 

will help to create a receptive 
mood among the members for the program to follow. Lowell Mason once 
said: “Music can move or melt an audience and ought therefore to be 
made a powerful auxiliary to the faithful preacher. 

A sing-song leader should be careful to choose appropriate songs for 
the meeting. For example, at a weekly gathering, the sing-song period should 
commence with the organization’s theme song, followed by an introduction 
song which acts as an ice-breaker. It is always well to include a round 
particularly if there are a number of small children in the audience as 
rounds and part songs usually bring forth a few hearty laughs. Many 
rounds offer a fine opportunity for part-singing or “harmony,” even with 
voices having little or no training. Folk songs from every nationality play 
an important part in our present-day culture and should be introduced 
from time to time. When you have a distinguished guest present or wish 


Public Speaking Contest—Fortune Telling Booth 

St. Valentine’s Party—Etiquette Contest. 

St. Patrick’s Party—Crazy Whist....... 

Backwards Party—Amateur Contest.... 

Folk Dancing Festival—Shadow Program.. 

Copper Carnival... 

Co-op Social and Picnic....... 

Corn Roast... 


}) 
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to recognize a local leader sing a greeting song. A section on co-operative 

^ • 

songs will add variety to rural sing-songs. Closing songs are very effective 
as they serve to climax an evening’s program. 

t 

The songs suggested in the following programs are found in the 
M.F.A. song booklet, “Favorite Songs.” This booklet contains one hundred 
and five songs: four introductions; four greeting songs; thirty-five old 
favorites, negro spirituals and folk songs; fifteen friendly songs; three part 
songs; two graces; six closing songs; five rounds; twelve hymns; and five 
singing games. 
















Resource Material 

M.F.A. Favorite Songs—10c a copy or 15 for $1.00. 

M.F.A. Music Kit—$1.00. 

Play Party Folder—5c (Seven folk dances and singing games). 
Orders may be sent to Manitoba Federation of Agriculture, 610 Royal 
Bank Building, Winnipeg, Manitoba. 


RECREATION PERIOD I. 


1. Greeting Song 


( Tune — Farmer's in the Dell) 
We’re glad to see you here; 

It gives us joy and cheer, 

Sure it’s true; we say to you, 

We’re glad to see you here. 


2. Sing Song 


1. Theme Song. 

2. It’s A Good Time To Get Acquainted 

3. Let Me Call You Sweetheart. 


No. 


5 


No. 


17 


No. 


31 


4. Walking at Night (Slovakian Folk Song). . . .No. 

5. Give Yourself A Pat On The Back 


53 


No. 


58 


3. Ice Breaker 

Ask everybody to sit in a circle. Announce that if any two women or 
men are found sitting together during the evening there will be a penalty 
of five cents or a copper. Be sure to collect the fines and buy prizes for 
the next meeting with the money. Now that everyone is settled, ask each 
person to find out as much as possible about the occupation, interests, 
name, and so forth of the persons to the left and right. After five minutes 

go around the circle and ask each person to tell all he knows about his next- 

% 

door neighbor. If you find an eligible bachelor or young lady in the group 
be sure to make this fact known. 

4. Musical Romance 

Ask everyone to place the following questions on a slip of paper as 

i _ . » . 

you read them out, and to answer them with the name of an old or new 
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song. When the questions have been answered, each member passes his 
slip to the person sitting to his right, and the questions are read out. The 
answers will bring forth many a laugh. 

Questions 

What was the heroine’s name? 

What was the hero’s name ? 

Where did they meet ? 

What did he tell her? 

Where were they married ? 




Example 

Darling Nellie Gray. 

Old Black Joe. 

Somewhere in old Wyoming 
I Love You Truly. 

In the Church in the Wild 
wood. 

Down in the Valley. 

Old Folks at Home. 


/ 




1 . 




2 . 


3. 
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4. 
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5. 


Where do they live ? 

\ 

What are they now? 


6 . 


7. 














5. Grand Promenade 

1. Boys form a line to the left of leader and girls a line to the right. 

2. Couples start moving forward, in step with music. First couple up 

centre turns to right and second couple to left, and so on. 

3. Right and left couples meet at the back of the room and come up 

in formation of fours. 

4. Leader directs the fours to break into couples. Left and right lines 

circle around the room. 

5. Left line leaders and all other couples in this line join hands and 

form arch for the right line of couples to pass through. 

6. Right couples pass through arch and promenade around the hall 

and come back to position at the side where they form arch for 
left couples to pass through: 

7. Couples step back into lines and promenade around the room until 

a completed circle formation is made. Leader blows whistle and 
the double circle is in position for the next game. 

6. Captain Jinks 

This is an excellent singing game. The instructions for conducting it 
will be found in Section Six under “Play Party Games.” The music is 
included in the M.F.A. Music Kit. 

7. Who is the Biggest Baby? 

Choose three men (good comedians) and ask them to take three chairs 
at the front of the room. (Have three baby bottles with nipples filled with 
milk and out of sight in a box.) Announce that the local is anxious to find 

out which of these men is the biggest baby and the champion milk-drinker. 

« 

Present a baby prize to the winner. 
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8. Closing Sing Song 












No. 25 


1. A Perfect Day. 

2. God Save The King. 
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RECREATION PERIOD II. 










1. Greeting Song 


























































We’re Here For Fun 
( Tune—Auld Lang Syne) 

We’re here for fun right from the start 
Pray drop your dignity; 

Just laugh and sing with all your heart, 
And show your loyalty. 

May other greetings be forgot, 

Let this one be the best, 

Join in the songs we sing today 
Be happy with the rest. 
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2. Sing Song 






























1. Theme Song... 

2. Men of the Soil 




No. 5 
No. 10 




















3. Little Tommy Tinker Sat Upon A Clinker 

(Round)... 

4. Short’nin’ Bread (Negro Folk Song). 

5. We Shall Not Be Moved. (To be readapted to 

suit occasion). 








No. 26 
No. 16 
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3. A Butcher Boy’s Love 

Mimeograph the following verse, leaving blanks in each line for the 

names of the various cuts of meat or terms used by a butcher to be 
inserted by the contestants 

Dear (heart), I’m in an awful (stew) 

How’ll I re(veal) my love for you! 

I’m such a (mutton) head I fear, 

I feel so (sheep)ish when you’re near. 

I know its only (cow)ardice 
That makes these (lam)entations rise. 

I need a (cut), let me explain, 

A single (roast) would give me pain. 

I should not like to get the (hooves) 

And I dare not (steak) my hopes on looks. 

I never (sausage) eyes as thine. 

If you would (butcher) hand in mine, 

And de (liver) with me every day, 

We’d seek some (ham)let far away, 

We’d (meat) life’s frowns with love’s caress, 

And (fowl)low the road to happiness. 

4. Foolish Questions and Answers 

Distribute small slips of paper to both groups. Ask one group to write 

a foolish question on the paper, and the other group to write foolish 

. 
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answers. Collect the questions in one hat and answers in another hat. 
Number the people in the audience, and then call upon various numbers 
to come up and choose a question and answer. The chairman reads the 
questions and answers as they are drawn. This game never fails to bring 
forth many a hearty laugh. Example: 

Question : When are we going to have a picnic ? 

Answer: When the price of wheat goes up. 

% m 

5. The Farmer and Security 

All the players except two stand in several parallel lines making ranks 
and files with four or more players in each. These lines should be far 
enough apart so that the men and women can turn quickly at the sound 

of the whistle and grab hands. The two extra players act as the farmer 

# 

and security. The players join hands across the ranks, forming lines of 
mortgage companies. The farmer starts to run and tries to catch on to 

SECURITY’S coat tail. When the leader blows the whistle and says 
Right Face,” the players quickly make a quarter turn and join hands 
with new partners. To make the game lively the command to change from 
Right Face” to “Left Face” should be given often. The farmer keeps on 
running until he gets hold of Security. At this point two other players 
take up the chase and the former farmer and person representing Security 
step into the lines. Remember that neither Security nor the farmer can 
break through the lines when running. They must weave their way up 
and down the ranks. 

6. The Wheat 

The music and instructions for this Bohemian folk dance will be found 
in the Play Party folder in the Music Kit. 
























































U 








u 














f 


































% 








# 




7. Watch Your Step 

0 

Choose two people from your audience and ask them to come up to 
the front. Place about two dozen eggs around the centre of the floor. 

^ ■ y* i t" ’ 9- dn J j + ‘ • 

Before blindfolding your participants ask them to walk to the end of the 

being careful not to step on the eggs. Then blindfold and ask them 
















room, 

to repeat steps. While one person is blindfolding the two people, have 
another remove the eggs from the floor and place crackers in the direct 
path of the contestants. If the audience are on their toes they will be giving 
signals, such as: “Raise your left foot higher, John; Oh, Mary, be careful 
and move to the left.” Thus they are being directed into the exact position 
of the crackers and the poor contestants will be visualizing themselves 
stepping square on the eggs when they hear the crackers crunching under 
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their feet. 


« 




8. Closing Sing Song 


1. The More We Get Together 

2. Sing Y our Way Home.No. 79 

3. God Save The King * . 


No. 62 ' 
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RECREATION PERIOD III. 






1. Greeting Song 












We Are Gathered Here Tonight 
( Tune — Tramp , Tramp , Tramp) 

We are gathered here tonight, 

With a strong and pure delight, 

As we lift our song of gladness and of cheer; 

For, as best friends we have come, 

• * • ^ 

And we’ll make these old walls hum, 

As we shout our song of friendship, bright and clear. 
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Chorus: 

Shout! Shout! Shout our joyous welcome, 
Here’s a greeting with each call; 

We are joined in heart and hand," 

As a strong united band, 

In a fellowship that gladdens one and all. 






























2. Sing Song 








1. Theme Song. 

2. Men of the Soil. 

3. The More We Get Together 

4. Forward with Co-operation 

5. My Grandfather’s Clock. . . 




No. 5 
No. 10 
No. 62 • 

No. 8 
No. 26 


























3. A Shopping Tour 

Ask your guests to occupy the circle of chairs. One person stands in 
the centre and gives the name of some town, such as Hartney. Then the 
player points at a member sitting in the circle and asks him or her to give 
three articles, commencing with the letter “H, 

Hartney. If a member fails to think of three articles, commencing with 
the first letter in the name of the town before the leader counts to ten, 
then he must change places with the centre player. 

Example: 
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which can be bought in 








































Towns 

Hartney 

Swan River 

# 

Altona 


A Hides 

Hammer, Ham, Handkerchief 
Sofa, Socks, Salmon 
Apples, Awnings, Axes 










4. Pass the Box and Take a Slip 

Place sufficient slips of paper with questions on them in a box. Pass 

the box around the circle of players and ask everyone to draw a slip. 

Each person then takes his or her turn in doing whatever is written on 
the paper. 
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Suggested Topics 

1. Tell us about your first day at school. 

2. Pretend you are just learning to use your false teeth and read a 

short article. 

3. Propose to the man sitting nearest to your right hand. 

4. Pretend you are milking a cow and talk to the cow while you milk. 

5. Give five historical dates. 

6. Show how you would start skiing and how you would jump off a 

diving board. * 

7. Give the first verse of the theme song for your organization. 

8. Pretend you are calling'your husband, father or brother. (Wife, 

mother or sister.) 

5 . Skin the Banana 

Tell the members that you can skin a banana and have the banana 
fall in two separate sections (lengthwise), without touching the inside of 
the banana yourself. They probably won’t believe you, especially when 

the banana still has the skin on it. 

This requires a little before-hand preparation. By means of an ordinary 
pin, stick the pin into the banana skin at intervals of an inch on either 
side of the banana. Work the pin from side to side and you will be able 
to cut the flesh of the banana inside without leaving any mark on the 
outside. Try it once before you come to the meeting to make sure you can 

bisect the banana with a pin. 

Your members will be astonished. If you are enjoying the fun, take a 
second banana from your pocket, skin it and show the group that the banana 
falls in three separate sections, skin a third and have it fall in four sections. 
Be sure that you work the pin in three and four straight lines, according 
to the number of sections into which you wish to divide the banana. 

6. Folk Dance 

Paw, Paw Patch—See Section six for instructions. The music will 
be found in the Music Kit. (See page 51.) 

7. Closing Sing Song 

1. Vive La Compagnie 

Substitute your organization initials, such as M.F.A., Y.P.U., 
for the word “Compagnie.” For the first verse join hands in a . 
circle. When you sing the words “A friend on your right, and 
friend on your left,” look first to the right and then to the 
left. For the last verse expand the circle as much as possible— 
Now wider and wider our circle expands. 

2. God Save the King. I 
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RECREATION PROGRAM IV. 

CO-OP NIGHT 
























































1. Sing Song 


























1. Theme Song. 

2. Forward with Co-operation 

3. The Battle Hymn of Co-operation 

4. Reuben and Rachel. 

5. We Would Be Building. 








No. 5 
No. 8 
No. 12 
No. 75 
No. 100 
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2. Do You Know Your Co-op Principles? 
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Divide a cardboard circle into sixteen equal sections. Number the 
sections. In the sections marked with an even number write the co-opera 
tive principles and in the sections marked with odd numbers write the 
drawbacks which co-operative organizations may have. Hand each captain 
two darts. Ask them to step up to a line about eight feet from the circle 
chart and commence by aiming at the target. 
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Score eight points for each co-operative principle a member hits. If 
a contestant hits the bull’s eye, score sixty-four, providing he can turn 
around and name the eight principles without looking at the chart. How 
ever, if the contestant can only name two, then he scores sixteen instead 
of the possible sixty-four points. A bonus of ten is given a team if a con 
test ant strikes the very centre of the bull’s eye. Chances are he’ll learn 
the principles immediately rather than lose his side that many points on 
his next bull’s eye. 

# 

Score minus eight for every time a member hits one of the sections 

marked with an odd number. Each of these sections contains some pit-fall 

«• 

into which a co-operative may fall if it hasn’t the proper educational 
background. 

Total the scores, once the members on each team have had two turns 
and see which team really knew their co-operative principles the best. 
This is an educational game and provides excellent entertainment. 
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3. What’s Your Trade? 

This game takes the form of a pantomime with two teams. The first 
team decides what their business will be, as, for example, operating a 
filling station. Once both groups decide upon their business they walk up 
to a line and carry on the following conversation: 
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Good day. We’re out for business. 
Where are you from? 

Virden. 






Team A. 
Team B. 
Team A. 
Team B. 

Team A. 










































What’s your business? 
Running a co-operative. 
























Team B.Which Co-op are you with ? 

Team A 








See if you can guess 
















At this point the first team begins to pantomime filling up a car with 
gas, changing the oil and so forth, thus representing a Co-op Oil Station, 
As soon as the members on the second team guess the business they shout 
it out and chase the other team back to their base line, catching as many 
as possible for their team. 

, 

Team B, for instance, could decide to operate a Co-op Dairy. They 
too would walk up to the line and carry on the following conversation: 

Good day. We’re out for business. 

Where are you from? 

Dauphin. 

What’s your business? 

Working in a co-operative. 

Which Co-op are you with? 

See if you can guess. 












































Team B. 
Team A. 
Team B. 
Team A. 
Team B. 
Team A. 
Team B. 
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Team B then puts on a very comical act of making butter, packing it, 
and so forth. Once Team A guesses what B is acting, they shout “Co-op 
Dairies” and the mad chase is on. 

Every team has the privilege of having two guesses and if on the 
second guess they haven’t guessed the right co-operative, then the winning 
team prepares another pantomime. 
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Pantomime Suggestions 

1. Making weekly deposits at a Credit Union. 

_ % i 

2. Selling goods behind the counter in a Co-op Store. 

3. Delivering grain and unloading it in an elevator. 

4. Grading eggs and poultry. 

4. Turn the Glasses Over 

Instructions for this singing game are given in Section Six under 
Play Party Games.” The music will be found in the M.F.A. Music Kit. 

5. Closing Sing Song 

1. Credit Unions. . . . 

2. Men of the Soil.'. . 

3. God Save the King 
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SECTION III. 

Seasonal Programs 
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Every community looks forward to the Hallowe’en, St. Patrick’s or 
Valentine’s party. Special programs have been prepared for these occasions. 
Suggestions are also given for a bridal party. The games given in the 
Valentine’s program can easily be adapted for a bride’s shower. 

Recreation leaders can easily copy the illustrations which are given 
in this section on program covers or place cards. The original cuts may 
be borrowed upon request for duplication purposes. 










HALLOWE’EN SOCIAL 
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We’re giving a Hallowe’en party 
On October’s enchanting night. 
And you are invited to come 
With mask and robe of white: 


’Twill be a spooky party, 

And if you’d win a prize, 

You must tell a ghosty-story 
Interrupted by mournful sighs. 

9 

Invitations —Write this verse on yellow pumpkins or black witches. 
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Decorations —Orange and black crepe paper, with cut-outs of 

witches, black cats and skeletons. 

* * 

• H ■ ■■ ■ Bln 

Reception —Have the place of meeting dimly lighted and as each 
person in costume arrives, pin on him or her a number commencing with 
ONE.” Give each one a sheet of paper with numbers down the left side 
from one up to the number of persons expected. Have everyone put down 
on the sheet who he thinks is behind the mask. Present a prize to the person 
who has guessed the most people correctly. 

Grand Promenade —Choose two people to act as judges and have 

them award a prize to the person with the best costume. Have the con 

testants promenade, hold out a leg, model in the centre of the circle and 
so forth. 

• „ 

> Witch and Broomstick —See who can draw the best picture of a 

witch with a piece of chalk. Award an empty candy box as a prize. Blindfold 
the contestants. 
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Novelty Musical Chairs —Arrange chairs as for ordinary musical 
chairs. On the first chair tie a piece of orange crepe paper, on the next one 
a piece of black crepe paper, and so on down the row. Distribute an equal 
number of small black paper or cardboard cats and orange pumpkins, 
stating that they are to be worn in conspicuous places by the participants. 
When the music stops those wearing black cats must sit on chairs with 
black paper ties and those wearing orange pumpkins must occupy the 
chairs with orange ties. Keep taking away an equal number of chairs with 
black and orange ties. Present a novelty Hallowe’en prize to the winner. 

0 

m 

Nut Search —Nuts of all kinds are hidden. A gentleman and a lady 

search together, sharing a basket or box between them. Score five points 

for peanuts, ten for pecans and so forth. Give a prize to the couple whose 
collection has the highest score. 

. * . 

Stunt —-Divide into small groups of six or ten and assign each group 

a subject to dramatize such as (a) our president meets a ghost; (b) a cat 

fight; (c) a girl in a haunted house; (d) boyish pranks on Hallowe’en night; 

(e) a girl walking through a forest with owls, cats and witches in the 
background. 

. 

. 

Ducking for Apples —Have the teams duck for apples in a tub of 
water. The participants must keep their hands behind their backs. Set 
time limit and present suckers to the winning team. 

' ■ _ 1 . ? -k m _ , * f 

Apple on the String —Apples are hung on pieces of string from a rod. 
Keeping their hands behind their backs, participants must eat as much as 
possible from their apples in a given time. 
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The Black Art —The leader sends a confederate from the room. 
The group then chooses an object which he is to name upon his return. 
When he comes back, the leader points to a long series of incorrect objects, 
asking the confederate if each is the chosen one. The helper will invariably 
say “No” until he reaches the right one, when he will say, “Yes.” The 
leader was careful to point to something black just before it and not at 
any other time during the process. 

Lunch —Jack-o-Lantern Cookies. Pumpkin Pie. Coffee. 
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VALENTINE SOCIAL 
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We’re Glad You’re Here 
(Tune—Yankee Doodle) 

, we’re glad you’re here 
We’re glad that we can meet you; 
And when you come again this way, 
We’ll all be glad to greet you. 
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Heart March —For this various sized hearts should be cut from 
different colored paper or cardboard. They should then be cut in half, 
one of the halves being put in a box for the men, the other half in a box 
for the girls. When the music starts each man selects half a heart from the 
men’s box and each girl half 
a heart from the girls’ box. 

All march in a circle about 

# 

the ^ room. Suddenly the 
music stops. The announce 
ment has previously been 
made that each time the 
music stops the men on the 

outside of the circle shall 

* 

remain standing while the 
girls move up one to the 
next partner. When the 
young man finds he is 
marching with the young 
lady who had the other half 
of the heart which matches 
his, they retire from the 
circle. The marching con 
tinues until all have 
matched hearts. 
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Valentine Auction —Another game that is good fun is Valentine 
Auction. Each lady brings a valentine addressed “To My Cavalier.” These 
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valentines should be placed in a bag in the hall. Saint Valentine, dressed 
in a suitable costume, enters the room and proceeds to auction off the 
valentines. All sorts of bids can be made, such as the promise of a chocolate 
bar, the bidder’s share of ice cream or cake later in the evening, a stick of 
chewing gum, etc. Saint Valentine decides which is the best and gives the 
valentine to the successful bidder. (Lunch partners may be secured in this 
manner.) 


Valentine Fortunes —A number of objects should be placed on a 
table and the players blindfolded. They walk one at a time to the table 
and touch one of the objects. The fortune teller, standing beside the 
table, tells each player his fortune. The objects are to be placed on the 

table and their meanings are as follows: 

% 

A coin.. 

Mitten.. 

Cardboard on which small 

hearts are drawn. 

Handful of rice. 

Small piece of crepe. 

Teapot or thimble. 

A paper snake. 

Two matches or two rings . . . Marry twice. 


You will marry wealth. 
Rejection to offer of marriage. 


Flirt. 

Approaching marriage. 

Beware of widows and widowers. 
Spinster or bachelor. 

Beware of a rival. 


Your Future —Write the phrases on small hearts, such as Happiness, 
No Chance, Marriage, etc., Place these little hearts on a big red heart. 
Each player then gets a turn at throwing a dart at the big red heart. 
Whichever small heart he hits, gives him his fortune. 

Hunting Hearts —Have a number of small red hearts and perhaps 
a few gold ones hidden about the room behind bric-a-brac, pictures, etc. 
Let the players look for the hearts while someone is playing a lively piece 
on the piano. The pianist should stop playing for short intervals every 
now and then, and those engaged in hunting for the hearts should retain 
the position they may be in when the music stops and keep in that position 
until the music starts again. The red hearts should count for one and the 
gold hearts for five. The one totalling the greatest number of points 
should be awarded some sort of a prize. 


ST. PATRICK’S SOCIAL 

* 4 

Decorations —Branches of evergreens and narrow green crepe 
streamers, Shamrock leaves cut out of green paper. Dozens of green 
balloons. 


Introductions —Everyone is asked to introduce the guest to his 
right, but must first preface his remarks with an Irish story or joke. If 
possible, tell the joke on the person you are introducing. 
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Irish Minstrels —Ask a pianist to come prepared to play at least 
fifteen Irish songs. Hand out slips of paper with the numbers up to fifteen. 
Announce that the prize will be given to the person who guesses the most 
Irish tunes that the pianist plays. Some suitable* Irish songs are—Mother 
Machree, Where The River 
Shannon Flows, Danny Boy? 

When Irish Eyes Are Smiling, 

My Wild Irish Rose, A Little 

Bit of Heaven, Old Erin, 

Kathleen Mavourneen, The 

Ministrel Boy, The Last Rose 

of Summer, Killarney, The 

Wearing of the Green, Dublin 

Bay, The Rose of Tralee, Dear 

Emerald Isle. Give the winner 

a suitable St. Patrick’s prize. 

Feeding the Pig —Paste 
a large green pig on a card 
board and hang it across the 
corner of the room. Cut a hole 
between the pig’s upper and 
lower jaws, leaving a hole large 
enough for potatoes to pass 

through. Have the contestants feed the pig either blindfolded or by stand 
ing back a number of feet and aiming the potato at the pig’s mouth. If 
you have a large crowd choose two teams and see which team can feed their 
pig the most potatoes. Give a box of green mints to the side that wins. 

The Jaunting Car —Ask your guests to be seated in a circle, a boy 
and a girl alternately. Tell your guests that the pianist will play three 
tunes and that each tune calls for a different action. Anyone failing to do 
the right thing to the right tune is out of the game and his chair is taken 
out of the ring. 

1. The Irish Washerwoman—Everyone stands up, turns around once 

and sits down. 

« 

2. Believe Me If All Those Endearing Young Charms—Everyone 

gets up and walks around his chair once, then sits down. 

3. Killarney—Each boy changes places with the girl to his right. 

Ask the pianist to play the airs over first so that the participants may 
become familiar with the tunes. 

Pigs and Shamrocks —Give each girl a cork and ask her to cut out 
a shamrock. Give each boy a potato and ask him to carve out a pig with 
his knife. Candy snakes could be given to the boy and girl with the best 
pig and shamrock. 
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Partners —Present each guest with a clay pipe. These may be pur 
chased in quantities at the fifteen cent store. Write Mike and a number 
on the boys’ pipes, and Paddy and a number on the girls’ pipes. For 
example, the boys’ could number from one to twenty and likewise the girls. 

♦ 4 " % , * f • 3 

The idea is that each boy should hunt for a girl (Paddy) with the corres 
ponding number on her pipe. Keep these partners until after lunch has 
been served. 
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Bubble Blowing —Place two or three large containers of soap suds 
in convenient places. Put a teaspoon of glycerine and enough drops of 
green vegetable coloring to make the suds green. Vegetable coloring is 
used in icings and when used in small quantities is not harmful—anyway 
the contestants are supposed to blow bubbles and not eat them. Glycerine 
helps to make the bubbles last longer. Give a prize to the person who 
blows the biggest bubble. 
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Potato Bowling —Choose teams and set up three ten pins ten feet 
in front of each team. The contestants then take turns rolling three 
potatoes along the floor in the hope that they will knock over some of the 
pins. Score ten for each pin knocked down. Small candy snakes could be 
given to the members of the winning team. 
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Pat’s Rhyme— Divide the group into two sides with so many couples 

• * • ‘ ^ . 

on each team. The leader^ steps into the circle .and commences to tell a 
story about Pat* and Mike. Each time :he* uses* the word Pat in his story 

he points to somebody and that person must reply by giving a word 

• # •. 

which rhymes with Pat. This person must then carry on with the story. 
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Singing Game—• 
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. Rig-a-Jig-Jig 
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A. Boys in inner circle march 

counter-clockwise. Girls in 
. outer circle march clockwise. 

7 v 4 

Both circles swing along 
smartly..* While singing the 
words “A pretty girl,” the girls 
pretend that they are* bashful 

. and turn their heads toward the 

• • # 

; - wall. When the bays salute the 

girls on the three “heigh-o’s 
they immediately look towards 

% 4 

the boys’ circle and smile. 


A. As I was walking down the 

street 
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Heigh-o! heigh-o! heigh-o! 
heigh-o! 

• • • 

A pretty girl I chanced to meet, 
Heigh-o! heigh-o! heigh-o! 
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B. In the first line of the chorus 

the boys take the girls nearest 
to them for partners. Each boy 
clasps a girl around the waist 
with right arm. His left hand 
holds her left hand and they 
two-step—two steps to right 
and two to left until the last 
line of the chorus. Then the 
partners face each other. The 
boy salutes the girl on each of 
the three “heigh-o’s.” The girl 

curtsys on the first two 
heigh-o’s,” but turns to march 
clockwise on the third 
heigh-o.” Thus the girls are 
once again marching clockwise 
in a single circle and the boys 
keep marching in a counter¬ 
clockwise direction. 


B. Rig-a-jig-jig and away we go 

Away we go, away we go 

Rig-a-jig-jig and away we go, 

Heigh-o! heigh-o! heigh-o! 

Heigh-o! heigh-o! heigh-o! 
heigh-o! 

Heigh-o! heigh-o! heigh-o! 
heigh-o! 

Rig-a-jig-jig and away we go 
Heigh-o! heigh-o! heigh-o! 
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The boys sing this line alone. 


C. 


Said I to her “What is your 
trade ? 

Heigh-o! heigh-o! heigh-o! 

heigh-o! 

0 

4 _ f 

Said she to me “Fm a weaver’s 
maid 

Heigh-o! heigh-o! heigh-o! 


C. 
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The boys salute the girls on 
each “heigh-o!” 

The girls sing this line alone. 
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The girls curtsy on] each 
hei^h-o!” 
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D. Repeat actions as given in 

part B. 


D. Chorus 
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If there are any extra boys they should go into the centre, where they 
may step into the circle during the first verse. Those who fail to secure a 

• _ _ • • 0 _ 

partner for the first line of the chorus must step into the centre. The extra 

girls should stand on the outside and when the girls are marching clockwise 

% 

they may step into the circle. Those who haven’t a partner for the chorus 
* must wait on the outside of the circle. 
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Lunch —Ask the Mikes to bring the Paddys to lunch. Have shamrock 
place cards with numbers which correspond to those on the pipes. Card 
tables could be set up. Baked potatoes, Irish stew or individual shepherd’s 
pie, green jelly and whipped cream, and cake with green icing could be 
served. 
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Matrimonial Experience —Three boys sit on chairs on the platform 
and pretend they are girls. Three other boys act as lovers and come up in 

% • «. 1 , • ' *■ , *7., 

turn and propose to their respective girl friends on bended knee. The boy 
- who receives the loudest applause is the winner. 
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BRIDAL SHOWER 


Honeymoon Relay —Prepare two suitcases containing six articles of 
men’s and women’s clothing. Form two teams by partners and at the signal 
from the leader the head couples dash up to the front where they don the 
articles as quickly as possible. The two couples then run back to original 
places, where they take off the clothes, put them back in the suitcases, 
and hand the suitcases to the next in line. The first couples retire to the 
foot of the line, and each couple follow the example of the head couple 
when their turn comes. The first line to finish could be presented with 
suckers. 


Rings of Luck 


Happiness for 25 years 
Beware of domestic warfare ... 25 points 

20 points 
15 points 
25 points 
5 points 

Draw a heart, pot, clover leaf, snake, milk bottle and dollar bill with 
chalk at the front of the room. Make sure they are all very close together. 
Choose two teams and have them line up ready to take turns in throwing 
the Lucky Stone at the various diagrams. Everyone will, of course, aim 

m 

at the Heart which signifies twenty-five years of happiness. A score-keeper 
will score each throw that is made and announce the results once everyone 

has had two chances. 


50 points 


Heart. 
Pot. . 


Clover Leaf.... Good luck for seven years 

Beware of rival. 


Snake. 

Milk Bottle.... Health 
Dollar Bill.Wealth 
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Housecleaning Race —Divide members into two sides and give 
each leader a pillow with a pillow case on it. At the signal “Go” the leaders 
take the pillow case off and turn it outside in, then pass it to the person 
behind them. The second person in each line turns the pillow case right 
side out and puts it back on the pillow again. Keep on alternating until 
the end of the line is reached, then the last person runs up to the front 
with the pillow and case. 


Wedding a la Mode— 

Properties —Minister’s outfit, ring, flowers, book, parchment, bench 
or chairs. 


Characters —Two boys, two girls, keeper and minister. 

Scene —Young couple sitting on bench in park talking about marriage 
when along comes a minister who overhears the romantic conversation 
and offers to marry them then and there. Couple willingly agree, but ask 
what they will do for a ring, flowers, best man, bridesmaid, and so forth. 
Minister replies by producing from his voluminous coat pocket a ring, 
flowers, Bible, marriage license, and by hailing passers-by to act as attend¬ 
ants. He then proceeds to conduct the ceremony and just when he is ready 
to pronounce them man and wife the keeper of the asylum comes to claim 
his charge, the minister. (The keeper carries a large ring of keys and wears 
a badge on his cap.) 

* • 

The Road of True Love —Divide the group into two sides and 
place a piece of brown paper two feet by two feet on a card table and 
divide it into nine squares. On the squares write the following words: 

Happy Home.... 

Congenial Friends 

Rival. 

Lovers’ Quarrel. . 

Stern Father. . . . 

Reconciliation. . . 

No Money. 

Legacy. 

The Church. 

Make three little red heart bags ouCof cloth and fill them with rice. 
Each contestant can throw three times and he is scored according to where 
his heart lands. Remember to stand at least eight feet from the table. 


No. 1 
No. 2 
No. 3 
No. 4 
No. 5 
No. 6 
No. 7 
No. 8 
No. 9 


25 points 
15 points 
—1 point 
—4 points 
—2 points 
4 points 
2 points 
1 point 
10 points 
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SECTION IV. 

Mixers and Games 




































ft 




ft 




Everybody join hands in a circle and sing: 

( Tune — Tipperary) 

It’s a good time to get acquainted. 

It’s a good time to know, 

All the hustlers and all the live ones 
That are here to make things go. 
Good-bye, chilly shoulder, 

Good-bye, glassy stare, 

When we all join hands and pull together 
We’re sure to get there. 
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The Laughing Game— 
The members are all seated in 
a circle. The first player starts 
with the word “Ha”; the 
second player says, “Ha, Ha”; 
the third, “Ha, Ha, Ha”; and 
so on around the circle. 
Before a member commences 
to give his string of Ha’s he 
should say a number to indi 
cate how many Ha’s he has 
to give without cracking a 
smile. Each person goes one 
number higher than the person 
before him. You may get up 
into the hundreds if several of 
your contestants can keep 
poker faces. You will soon 
eliminate all the gigglers as the other members will pull faces, make wise 
remarks and so forth to break down each other’s control. Keep going 

• a 

around the circle until you have only one person left who has not smiled. 
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Lotto Mixer —‘This game can either be played with partners or 
singly, depending on the size of the crowd in the room. Hand each person 

a slip of paper with a square similar to the one outlined below. At the sound 

. 

of the whistle the partners dash around the room 

m 

and try to secure the signatures of other couples 
in the squares. If necessary limit your squares. 

Set a time limit. The leader then takes his sheet 
and calls out the names of the couples. When 
couple has a line of X’s marked, whether it be 
vertically, horizontally or diagonally, they call out 
Lotto.” This game is really a take-off on Bingo. 
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Famous Men —The same square is also used for this game. Go 
around the circle and ask each person to suggest the name of the man or 
woman whose leadership qualities he admires the most. Everyone writes 
in the names suggested; in any of the 9, 16, 25 or 36 squares, depending 
on the size of the crowd. The leader then commences to read the names 
from his sheet and when anyone obtains a vertical, horizontal or diagonal 

t • • # 

line of X’s he calls o»ut “Lotto.” It is a very interesting to note the choices 

• 9 • 

made by the young people. Some will pick co-operative leaders, and 
others may pick local, church or political leaders as their ideals. 








































# 




Personal Quiz —Ask the boys to go to one end of the room and the 
girls to the other, then to come forward and claim a partner. Give each 
couple two cards on which are written “Personal Quiz” and the following 
questions: 
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1. Birthplace 

2. Present Occupation. 

3. Affiliated with what organization?. 

# 

4. Favorite pastime. 

• • 

5. Greatest sin committed. 

6. Suppressed ambition. 

7. If you are not satisfied with yourself give name of 

person you would like to be... 

Partners interview each other and fill in the blanks after the questions. 
Cards are then handed in and the leader pins them up at the front of 
the room. (Number cards beforehand.) Hand out colored slips of paper 
and ask each couple to identify the people described on the cards on the 
wall. Present a prize to the couple who guess and write down the greatest 
number of correct names. 
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The Co-op House —Players choose partners and sit in horseshoe 
formation. One couple sits on two chairs at the open end of the horseshoe 

and in front of these two chairs is written “Farm Debt Circle.” The semi 

• * ' . • 

circle of chairs represents the “Co-op House.” Couples must keep hold of 
hands during the game. Each couple is given the name of a co-op article 
such as Co-op Coffee, Co-op Batteries, Co-op Tea, Co-op Eggs, Co-op 
Butter, Co-op Ice-cream, Co-op Honey, Co-op Paint, Co-op Kalsomine 
Co-op Twine, Co-op Cheese, Co-op Sandwich Spread, Co-op Mitts, Co-op 
Gloves, Co-op Grease, Co-op Oil, and so forth. Naturally, the two people 
sitting in the Farm Debt Circle are anxious to get out so they call the 
names of two co-op articles and the two couples must immediately jump 
up and attempt to change seats without the couple from the Farm Debt 
Circle beating them to the seats. The couple left out go to the Farm Debt 
Circle and carry on the game. Occasionally a couple in the Farm Debt 
Circle should call out “Upset the Co-op House” and couples must all find 

new seats. 
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Friendly Advice —You will probably have more fun with this game 
than with any other one in the booklet. Hand each guest a slip of paper 
pencil and an envelope. First ask each guest to write down about twenty 
or thirty words of friendly advice to some member in the group. The slip 
is then signed with the name of still a third individual who has been 
invited, and enclosed in the envelope on which is written the name of the 
person for whom it is intended. The envelopes can be collected and delivered 
by the leader. Each person reads his letter of advice to the group. 

Chinese Spelling Match —The words must be spelled backwards 
as cat, tac; run, nur; and so forth. Choose sides. The leader begins with 
three-letter words, gradually making them more difficult with each 
round. Anyone who misspells the word, or unthinkingly spells it 
must sit down. Continue until only one is left. 

Family Party —Make up groups of a father, mother and two or 
three children. Give the groups fifteen minutes to prepare a comical 
takeoff on one of the following: 

1. Sister’s boy friend coming to call on the family. 

2. Mother getting the children off to school and father off to work. 

3. The family eating Sunday morning breakfast. 

4. The family going for a car ride. 

5. The family and the telephone. 

A prize is given to the family which puts on the most original show. 

Livestock Show or Country Fair Contest —Pictures of fowl, 
sheep, horses, cattle and pigs from magazines, pamphlets and papers are 
pasted on the walls. The contestants are given slips of paper and asked 
to classify the fowl and animals for a country fair or show. For example: 

Shorthorn Fat Steer. 

Percheron Mare. 

Plymouth Rock Rooster. 

The man making the best classification at the end of half an hour 
could be presented with a book on poultry or horses. 

Stepping Stones (What Happens to the Farmers) 

1. Select a LADY CAPTAIN and a GENTLEMAN CAPTAIN. 

The lady has six women on her team and the man has the same 
number of men on his. 

2. Team “A” (the women) and team “B” (the men) compete against 

each other. When the music starts a representative from each 
team starts hopping from one stepping stone to the next. The 
circles with an “X” marked on them are SAFE SPOTS, but if the 
music should stop suddenly and a hopper was caught on a 
DISASTROUS SPOT, then the score-keeper would mark minus 
five against the team. However, should he be fortunate enough 
to be on a SAFE SPOT, then the team would get a bonus of ten 
marks. 
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Entry No. 1 
Entry No. 2 
Entry No. 3 
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STARTING 
BOX FOR * B 
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UNSTABLE 


PRICES 


GRASSHOPPER 


FARM 


CLEAR 


FARM 


> 


PLAGUE 


DEBT 


PRODUCE 


TITLE 


X 


SOIL 


DEPLETION 


A 


CROP 

INSURANCE 


DEBT 

ADJUSTMENT 


HAIL 


RUST 


DROUGHT 


X 


PUBLIC 


\ 7 


X 


HEALTH 


SYSTEM 


X 


STARTS AT “INSECURITY OF 


TEAM “A 


• • 


5c 


CO-OP 


CO-OP 

BUVI M<5 


TEAM 


TENURE" AND MOVES TO LEFT 


SELLING 


£ 


B” STARTS AT “CLEAR TITLE” AND 
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X 


MOVES IN SAME DIRECTION 


HIGH 

TARIFF 


X 






MINIMUM 


TARIFF 


I* 


X 


£ 


STRONG 


5< 


M.F-A. 


INSECURITY 


LOCAL 


OF 


< 


X 


CASH 

PURCHASING 


TENURE 


HIGH 


tax 

arrears 


IMPLEMENT 


J 


X 


STARTING 


PRICES 


BOX FOR “A 


ft 


MOVE 




TO LEFT 






3. DISASTROUS SPOTS are obstacles in the farmer’s way. SAFE 

SPOTS are things that would help the farmer. The idea is to keep 
inside the safe circles as much as possible, but sometimes it will 
be found good fun to take unnecessary risks by jumping over 
several disastrous spots and landing on a safe spot. The jumpers 
must hop on one foot only and they must keep inside of hounds or 
they are asked to drop out of the game. 

4. The circles called “Stepping Stones” which are shown in the above 

diagram may be circles of brown paper, or better still chalk 
circles drawn on the floor. The twenty different names should be 
clearly written inside the circles. Both teams hop in the same 
direction. Set a time limit and at the end of the period total the 
scores to see whether the men or the women are better farmers. 

Questions and Answers —Each player is given a piece of paper and 
pencil. The leader asks each person to write down a foolish question and 
then to fold the paper over once. The slips are passed to the right and the 
next person writes a foolish answer. Finally the papers are passed on once 
again. They are thdn opened and both the question and answer are read to 
the group. The following are a few examples. 

1. Do you like girls ? 

2. Why doesn’t John go to 

meetings ? 


Yes, with mustard. 


That’s not for publication. 
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Impromptu Speeches —Give everyone in the audience a slip of paper 
with a number on it. Have duplicate numbers in a hat. Call on someone 
to pick five numbers out of the hat. Each contestant whose number is 
called comes to the front and chooses a slip from another hat. He speaks 
for two minutes on his topic. A prize could be given to the person who 
makes the best impromptu speech. The following topics are suggested: 

1. Single Blessedness. 

2. Married Misery. 

3. Modern Fashions and Hats. 

4. How to Win a New Friend. 

5. How to Make Money. 

6. How to Bring Up a Family. 

7. The Various Uses of Eggs. 

8. How to.Organize a Study Group. 

9. How to Make a Good Speech. 

10. An Ideal Leader. 

11. My First Love. 

12. The Early Bird Catches the Worm. 

Fortune Telling —In this contest you use the three initials of your 
guests. Make a list of all the people who are present, then place a set of 
initials on each sheet. 
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H. B. W. 

1. To whom does this paper belong ? 

2. What is her character? 

3. What kind of hair has she ? 

0 

4. What kind of eyes has she? 

5. What authors does she prefer? 

6. What animals does she like? 

7. What is her occupation? 

8. What do you surmise regarding 

her future ? 

9. What does she think of the opposite 

sex? 

10. What does she think of the world 

in general? 










Hazel Bertha Waterman. 
Horrible but worthwhile. 

Heavy brown wig. 

Heavenly brown winkers. 
Harding, Browning, Wordsworth. 
Horses, bears, wolves. 

Helping busy workers. 
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Health, better work. 










Hard, brave, witless. 












Horrid, brutal, wretched. 

• * m ' t • 

0 

Each contestant must answer each question with three words, using 
the initials as a guide. 

A Song in Every Pie —Cut out cardboard circles and write the words 
for a song on each. Pretend each circle is a pie and cut it in six pieces. Hand 
out the pieces to all the guests then ask them to put the pies together 
again. Each group of six will be asked to sing the song written on their pie. 
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Forfeit —Give each person in the room five beans and instruct the 
girls to form one team and the boys another. When the whistle blows the 

inner circle of girls moves to the right and the outer circle of boys moves 

• 0 

to the left. When the whistle blows a second time a boy and a girl should 
be standing opposite each other all the way around. Each is asked to start 
a conversation which will last approximately a minute. It is the duty of 

the leader to make a new stipulation for each new conversation thatjis 

0 

started. For the first time, ask everyone to refrain from using the pronoun 

I.” If a boy is able to catch a girl using “I” in her conversation then she 
forfeits one bean to the boy or vice versa. Another variation would be to 
carry on a conversation without referring to any living person. Be careful 
not to be caught using a personal pronoun. Better try talking about some 
historical subject and see if you are able to play safe for a minute. Eiach 
time the whistle blows boys and girls move on in their respective circles 
and at the second blow of the whistle they claim new partners. At the end 
of twenty minutes see who has the most beans. 

What's Your Name —Give everybody a card and pencil. Ask the 

members to write both their first and surname in a vertical position on 

% 

the card. The object of this game is to write a member’s last name which 
commences with each one of the letters found in the vertical line. For 
example we will give you an illustration: 

Murray 
Anderson 
Rathwell 
Yoeman 

Winters 

# 

Henderson 
Insley 
Thompson 

Eddy 

Sherlock Holmes and Watson —This is an indoor scavenger hunt 

• • 

and will prove a great deal of fun. Have the men choose partners and give 
each a slip of paper on which are written the following questions: 

1. Find a woman over 20 years of age who has the smallest high heel 

in the room and draw the tip of the heel on a piece of paper. 

• * 

2. Get an autograph of a left-handed person. 

3. Give the auto license of the local resident present driving the oldest 

car. 

4. Write down the name of a local child who has all four grandparents 

living. 

5. Find the owner of the largest hand in the room and trace it on 

paper. 

6. Give the telephone number of a red-haired woman. 

7. Find the owner of a black cat and give the cat’s name. 
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8. Make a drawing of your partner’s profile (lady) on a sheet of paper. 

9. Partners are to describe each other’s faces. 

Your recreation committee should check over the above questions 
beforehand and add others if necessary. Allow a definite time for the 

couples to do their detective work and then present a foolish prize to the 
most successful Sherlock Holmes and Watson. 














































































































WAYS OF SELECTING PARTNERS 

Date Card Hand out cards to the boys similar to the sample given 
below and ask them to book the girls for the various games. 

1. Grand Promenade.....____ 

2. Table Tennis.... 

3. Lotto Mixer_ 

4. Co-op House.... 

5. Gustav’s Toast 

Ladies’ Legs and Feet —Hang a sheet across the platform and have 

• 

a line of women’s legs and feet showing below. Let the men choose their 
partners by shape of legs and size of shoes. If the women want to fool 
their husbands they should change shoes. 










I 


Feet in the Air —Hang a sheet right to the floor. Have all the 
women pull stockings over their arms and put shoes on their hands. The 
women then raise their arms over their heads and go through all kinds of 
actions behind the sheet, pretending they are bow-legged, knock-kneed, 
and what not. The men, of course, will shake with laughter when they 
the women’s feet dangling and knocking together over the top of the sheet. 

Who Are You? —Make out a card for every man present with a 
question on it. Make out an equal number of cards for the women with 
the answers to the men’s questions. Tell the men to go to one side of the 
room and the women to the other. For example, the man at the head of 
the line reads out his question, “Who is as cute as a duckling?” The woman 
who has duckling on her card steps forward and says “I 

Men's Cards 
Sample Questions 

1. Who is as strong as an ox? 

2. Who is as cunning as a fox? 

. 3. Who is as soft as a bunny? 

4. Who is as frisky as a colt? 

5. Who is as proud as a peacock? 

6. Who is as hot as an onion? 

7. Who is as fat as a porker? 

8. Who is as silly as a goose ? 

9. Who is as crisp as lettuce ? 

10. Who bosses the family like a gobbler? 

11. Who works like a horse for a living ? 

12. Who buzzes around like a mosquito? 


see 
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Women's Cards 

Answers 


% 




Ox. . 
Fox. 


I am 
I am 
Bunny.I am 

I am 

Peacock ....I am 

. • 

Onion. . 

Porker.I am 

Goose. 

Lettuce 

Gobbler.I do 

Horse 
Mosquito.... I do 
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Colt 


I am 


I am 
I am 




I do 
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Cars —Cut out as many cars from magazines as you expect couples 
and then out them in half. Be sure to put half the car in the girl’s hat and 
the other half in the boy’s. Once the girls have taken a piecie from the 
hat and the boys from another hat ask everyone to hunt for the person 
who has the other half of his or her car. 

Groups of Four —-Cut post cards in four pieces and distribute them. 

Ask the young people to make up groups of four by putting the post cards 
together. 




one 
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Locks of Hair —Clip a lock of hair from each woman’s head and pin 
it on a large poster with a number under it. The men have the privilege 
of bidding for each lock of hair and thus getting their lunch partner. 














MONEY-MAKING SUGGESTIONS 

1. Charge a cent for every ten pounds. Have a small scale near the 

registration table at the door. 

2. Measure the men's waistline and charge a cent or half a cent per inch. 

3. Fine every person who comes late ten cents. 

4. Organize a candy booth for your next social , or if you are having 

summer social in the hall sell home-made ice cream. 

5. Try a doughnut and popcorn booth for a winter's social. Have a large 

doughnut and popcorn ball tied up in wax paper ready to hand 
out on. a moment’s notice. Coffee could be sold in the adjoining 
booth. 

6. Plan a fortune telling booth for a future meeting. While the people 

are gathering and in between activities the members can gather 
around the fortune telling booth. Have a local girl in gypsy 
costume tell them their present, past and future. Hang up 
Indian rugs and drape a curtain across the door of the booth. The 
gypsy girl sits behind the table in a dimly lit booth and asks each 
member to write his initials on the pan of sand in front of her. 
A deck of cards or crystal ball could be used. 

7. A Pie Social —Pies prove the life of many a social. Every 

loves a good lemon, apple or raisin pie. Just ask the average man 
if a pie isn’t worth twenty-five cents. 

8. A Shadow Social at one of the locals proved very successful. Each 

woman came with two tasty lunches done up in wax paper packages 
and placed in an attractive box which was wrapped in tissue paper 
and tied with a big bow. The lights were turned off except for the 
flashlight or lights behind the sheet. As each woman passed behind 
the sheet with her box the men saw her shadow and the bidding 
started. All the women have a number and the chairman calls 
out each woman’s number before she makes her 
behind the sheet. 
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9. Remember the Old Lemon Dance? Did you ever try making money 

with half a dozen lemons? When the dance begins six men are 
handed lemons and they are supposed to be kept in circulation 
because all men caught with lemons in their hands when the music 
stops are fined five cents. The pianist should stop every two or 
three minutes. Be sure to collect thirty cents each time the music 
stops. 








































































































































10. A Copper Carnival might prove a novel idea in your local. Admis 

sion is five cents. Check your coats for one cent. Put up signs before 
each booth. 

Skill Games: 

1. Shooting Gallery (B.B. guns)—3 shots for 2 cents. 

2. Throwing bean bags at a pail—3 throws for 2 cents. 

3. Throwing darts at balloons on the wall—3 throws for 2 cents. 

4. Guessing the number of beans in a jar—1 cent. 

Freak Side Shows: 

1. Quintuplets—five kittens, pups, lambs, pigs or any other 
animals available—2 cents. 

0 

/ 

2. Animal Side Show—Gold fish, children’s stuffed animals 

and so forth—1 cent. 

3. Fortune Telling—2 cents. 
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Games: 
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1. Ping Pong—2 cents. 

2. Croquinole—2 cents. 

3. Chinese Checkers—2 cents. 

4. Bingo—2 cents. 

5. Ten Pins—2 cents. 
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Stunts —To keep the kettle boiling see section seven which gives 
a good variety of stunts. Every ten or fifteen minutes the recreation 
leader should pick up his horn and announce that the next magician’s 
stunt will be performed in the centre of the floor. 

Suggested stunts are: 

1. Ring and Toothpick. 

• 2. Drinking Milk from the Bottle. 

3. Who is the Strongest Woman? 

4. Eating Contest. 
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Lunch: 










Coffee or Tea—2 cents. 
2 Sandwiches—3 cents. 

1 Piece Pie—5 cents. 

. 

2 Doughnuts—3 cents. 
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Curiosity to see what is behind each curtained booth will be 
responsible for almost every member losing twenty-five cents before 
the evening is over. Your local committee should keep all their plans 
a secret. 




CONTESTS 


/ 


1. Do You Know Y our Materials ? 

1. Banker. 

2. Artist. 

3. Financier. . . 

4. Fisherman. . 

5. Gardener. . . 

6. Hunter. 

7. Tailor. 

8. Scotsman. . . 

9. Musician..., 

10. Milkman.... 

11. Irishman.... 

12. Shepherd. . . 

14. Englishman. 

15. Cheesemaker 

2. Do You Know Your Flowers? 

Give the names of the flowers that represent the following phrases: 

Sweet William. 


Checks. 
Canvas. 
Cashmere. 
Net. 

Lawn. 

Duck. 

4 

Serge. 

Plaid. 

.. .Sheets. 

. .. Jersey. 

... Linen. 

.. .Wool. 

... Tweeds. 

... Cheesecloth. 
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1. A meek man 


Cowslip. 


2. An animal and a piece of clothing 

3. A dairy product and a drinking utensil ..Buttercup. 

4. What true lovers say when they part... .Forget-me-not. 

5. What grows in a ravine between two 
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Lily of the Valley. 


mountains 

6. A wild animal and something you wear 

on your hand 

7. What all men invest in. 

8. A pillar and a word that rhymes with 

combine. 

9. How lovers kiss 


0 






Foxglove. 

Stocks. 


4 




Columbine. 

Tulips. 

Morning Glory. 




10. A spring morning. 

3. Can You Dress a Man? 

1. What firemen use. 

2. What a dog does in summer 

3. Part of a horse’s harness... 

4. A golf term 

5. A letter of the alphabet and a word of 

endearment.. 




Hose. 
Pants. 
Collar. 
Links. 
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Glove. 

6. A word representing a brass orchestra .. .Band. 

Tie. 
Spats. 


7. An even vote. 

8. What causes a divorce 
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SECTION V. 


How to Keep the Kettle Boiling 


People love to watch the other fellow being put through his paces and 
if it is a practical joke, all the better. For this reason every recreation 
committee should plan a short stunt or skit for each program. Stunts serve 
as excellent ice-breakers. Since only two or three people take part in a 
stunt, the rest of the members have an opportunity to relax. For example, 

stunts are ideal between folk dances as they give the members a breathing 

% • 

spell. 


People’s tastes are so diversified today that it is necessary to have a 
great variety of activities at a social hour. Collect stunts, skits, games and 
novel ideas. File your clippings in folders. Then when the time comes to 
prepare a recreation period you have ample material at hand. New ideas 
plus a good imagination go hand in hand to ensure the success of any 
program. 


HOW TO CONDUCT A STUNT 

1. Be quite mysterious about your program . Do not tell half a dozen 

what is going to happen as suspense and curiosity go halfway in 
making a stunt successful. 

2. Always choose a stunt to suit the occasion and audience . It is very 

poor taste on the part of the recreation leader to present a silly 
stunt at a formal program. 

3. If you require a partner to help you conduct the stunt , be sure to outline 

the stunt to him before the meeting commences . 

4. Present a small prize for a stunt , even if it is only a chocolate bar, 

paper hat or a sample cake of soap. Watching a person open a silly 

prize can be almost as much fun as the stunt itself. 

• • . • , « . 

Eighteen Stunts 

1. Patent Medicine —Two patients sit conversing in a doctor’s office. 
They discuss their various ailments. Both are wrapped in sheets with 
dummy heads and masks tied on. The fat one has an open umbrella under 
his sheet and the thin one has a closed umbrella ready to be opened. The 
doctor is very deliberate in all his actions and finally gives both men a 
teaspoon of medicine. The groans, mutterings and words indicate that it 
doesn’t taste very good. Immediately after taking the medicine, the fat 
man becomes thin (lets his umbrella down slowly) and the thin man 
becomes fat (puts his umbrella up slowly). Be sure to draw the curtain 
as soon as one umbrella begins to go up and the other down. 
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2. Giant Sneeze —Divide the group into three sections. Practise 
saying “Kishee” with the first group, “Hoshee” with the second group, and 

Hashee” with the third group. Let each group practise several times and 
then ask them to use the words “Kishee, Hoshee and Hashee.” Count to 
three and have the groups shout their words together. It will sound like 
giant sneeze if well done. This is a good variation in a sing song. 

3. Who is the Strongest Woman? —Be very deliberate in selecting 
two fair-sized women from the audience. In fact, tell the audience you are 
looking for the strongest women and ask them to make suggestions. Bring 
the women up to the front, 
turn them around several 
times and point out that they 
appear to be fairly strong, 
with good muscle and so forth. 

When the audience has given 
the contestants the once over, 
present each woman with a 
sealed envelope in which has 
been placed a large balloon. 

At the word “Go” the women 
commence to blow up the 

balloons. Be sure to present them with a comical prize. 

4. How Many Lemons Can You Eat? —Choose a young boy, 
young girl, man and woman and seat them behind a table, facing the 
audience, with a plate of three half lemons before each. Present the winner 
with a nicely wrapped white gift which contains a lemon. 

5. How Is Your Will Power? —Choose three contestants and 

* 

present each with a three-foot length of string on the end of which is 
attached a stick of gum or a marshmallow. When the leader gives the 
signal they will put the end of the string in their mouths and begin to 
chew up the string. Be sure they keep their hands behind their backs. 
The first contestant to eat the marshmallow is the winner. 

6. How Is Your Appetite? —At the word “Go” four contestants 
will rush up to a table on which has been placed four peck-sized paper 
bags, closed at the top, and each containing a banana. The contestants 
will each grab a bag, open it, eat whatever is in it, then blow up the bag 
and break it. First finished is declared the winner. 

9 

7. Can You Feed Your Husband? —Choose two young couples. 
Ask the wives to tie a bib on the men and then blindfold them. Hand each 
woman a spoon and heaping dish of ice cream. The women put their right 
hands behind their backs and commence to feed their husbands with their 
left hands. The woman who can feed her husband the most ice cream in 

a limited time is the winner. 
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8. How Do You Call Your Husband? —Choose three young 
married women and ask them to leave the room. Leave the door open 
slightly. Tell them that they are to pretend their husbands are still in 
bed, and that each lady is supposed to call her husband twice just as she 

would if he didn’t get up in the morning. The audience will judge which 

• # 

woman’s call would get the most action from lazy John. 

9. Ring and Toothpick —Choose sides and give each captain a ring. 
Ask the members to put toothpicks in their mouths. At a signal from the 
leader each team captain transfers the ring from his toothpick to the 
toothpick in the mouth of the person who stands next in line. The same 
procedure takes place all the way down the line. Contestants must keep 
their hands behind their backs. 

10. Make Yourself a New Face —Hand everyone a paper bag as 
they enter the door and have several black, red, blue and green crayons 
on hand. Each person is asked to make holes in the paper bag for nose, 
eyes and mouth. Then facial expressions are drawn on the paper bags. It 

is very comical to look over a sea of faces, each wearing a paper bag. 

# 

0 . 

11. Nicknames —Everyone has had a longing to be called by another 
name other than the one given him by his parents at birth. Here is your 
opportunity to choose your favorite name and use it for one evening. All 
guests are given a paper slip and asked to write their favorite name on it. 
If anyone fails to call a member by his nickname, then they run the risk 
of a penalty. 

. 1 „ . . • 

12. Cinderella Dance —Each girl removes a shoe and places it in 
the pile in the centre of the floor. At a signal from the leader the men rush 
forward and pick out a shoe. It is great fun watching the men run around 
trying the shoes on dozens of women before they find the right owners. 
A few shoe horns may come in handy. 

9 

13. Paper Bag Relay —Form two long lines. Supply each member 
with a small paper bag. On the word “Go” the person in the rear of each 
line will blow up the paper bag and burst it on the back of the person 
immediately in front. Thip will be a signal for number 2 to blow up his 
bag and do likewise. The first line finished wins. 

14. The Magic Ring —Soak thread overnight in heavily salted water. 
Dry thread the next day and before the audience tie a light-weight ring 
to the thread. Set it on fire and the ashes will hold up the ring. 

15. A Musical Burlesque —A very good musical stunt is to have a 
burlesque on the stage and somebody playing very well behind the stage. 

For instance, have some boy who never played a violin in his life step out 

^ . 

on the platform, tune his violin and commence to play. (Actions should 
be practised before hand.) Of course, you have a good violinist behind the 
stage who plays the piece, commencing at the same moment the boy does. 
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When the boy finishes he should make a bow. At this moment his violin 
bow, which has previously been attached to a fine thread, ascends slowly 
up before the player’s very eyes. Someone back stage pulled the end of 
the thread holding the bow at the right moment. The audience and the 
player are very amazed over this incident and while they are wondering 
what has happened the violinist behind stage commences to plhy. The 
boy on the platform makes his final bow and leaves a laughing audience 

behind him. 

16. Domestic Science Party —(1) The boys in a local could present 

most entertaining fashion show some evening. To watch them promenade 

. . 

around the platform while the speaker comments on the new lines and 
styles for the season is very unique entertainment. Their curtsies 
ridiculous costumes, imitations, make-up and so forth will lend a great 
glamour to the performance. The speaker will, of course, give a talk on 
the proper dress for various occasions, pointing out that stripes should 
not be worn by thin people or plaids by fat. A demonstration of plaids 
and stripes could follow the speaker’s remarks. 

(2) Act number two of the domestic party could be a clever demon¬ 
stration of a trim little housewife baking her first cake and putting the 
most ridiculous things and quantities into the cake. Show the cake being 
put in the oven. Then in a few minutes open the oven again and bring out 
beautiful looking cake in the same sized pan. This cake has been placed 
at the back of the oven before the show commenced. You can also show 
the young housewife rolling out her first pie paste. Naturally it will be 
sticking to the rolling pin and what not. The pie, of course, will turn out 
beautifully in the end. Just produce a good pie from the back of the oven. 

17. What One Bottle of Medicine Can Do! —The reception room 
of a doctor’s office is represented, and a screened corner near the front of 
the stage serves as the private office. No properties are needed except for 

large bottle of medicine. Patients fill the reception room while waiting 

for the doctor’s arrival. Their mutual suspicion and scorn for each other’s 

« 

probable ailments makes the waiting interesting. Each person is as good 
as a comic strip. Use plenty of imagination. When the doctor arrives 
there is a bedlam as to who came first. 

_ • 

A very stout lady and her extremely thin daughter win out. The 
mother is much concerned over her daughter being so skinny. The doctor 
feels her pulse, thumps her back, makes her sing “Ah” several times, gives 
her a large dose of medicine and asks the mother to bring her back in the 
morning. The next patient is a prim business woman who has a bunion. 
He feels her pulse, thumps her back, makes her sing “Ah” several times, 
gives her a large dose of his one and only medicine, and asks her to call 
the next day. She walks out haughtily with her eye glass. The same treat¬ 
ment is given every patient; the little boy whose mother thought he was 
too fat; the girl who wished to become beautiful and the man bent forward 
with rheumatism. 
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The curtain drops for a minute, and the time changes to the next 
morning in the same office. Furious indignation is registered because of 
the radical effect of the medicine. The thin girl has become positively 
huge (with the aid of pillows and by bulging out her cheeks with cotton 
batting). The lady suffering with a bunion comes on crutches. The man 
who was bent forward with rheumatism bends away back in the other 
direction and so forth. Each one registers his complaint in a most demon 
strative fashion and the scene concludes by all surrounding the doctor 
and forcing him to drink the entire contents of the bottle. While he is 
surrounded by them and hidden from the audience a bald wig may be 

• T * 

placed on his head, and a huge pasteboard nose attached. The scene ends 

with the patients hooting and scoffing at the doctor, who totters off the 
stage. 
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18. Impersonations —Famous and local characters are impersonated, 

both in appearance, action and talk. The audience guesses who is being 

impersonated. No guesses are allowed until the character has finished his 
performance. 
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SECTION VI. 


Play Party Games 

WHAT SHALL WE DO TONIGHT? 


Characters—Mary and Tom Jones. 

What are we going to do after the convention is over tonight, 
Mary? The program says there is going to be a play party at the 
hall and that everyone is invited. Maybe we had better take in a 

show because we don’t know 
much about folk dancing, 
and anyway, I don’t want to 
make myself ridiculous by 
learning in front of all those 
people. Let the young people 
try it. 


Act 1 
Tom: 


U 


yy 


That’s what you think, 

Tom. You can go to the show 
with the men if you like, but 
I had the best time of my 
life at the play party last 
year, and I wouldn’t miss the 
fun over at the hall for any¬ 
thing. Why do you know I 
saw and mixed with more of my old friends that evening than 
I did throughout the whole convention. No sir, I’m going over 
to the play party. 

Well to tell the truth, I’m not very enthusiastic over the whole 
business. I guess if everybody is going, and you say they have 
some stunts I could go along. However, I don’t want to do any 
folk dancing.” 


Mary: 


U 


yy 


u 


Tom: 


(Mary and Tom Meet in Gustav’s Toast) 

Say Mary, I am having a wonderful time. Why didn’t you tell 
me what folk dancing was like? I thought it would be something 
like a gymnasium class and that we would just go through some 
motions to a slow piece of music, but the grace, rhythm and spirit 
in this crowd is contagious. It’s been a long time since I have had 
this much fun. Look at John swinging his lady around the corner 
over there. See you later. 


Act II. 


CC 


Tom: 
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Mary: (To her partner): “Tom didn’t want to come tonight, but he 

to be enjoying himself. I wish we could have this much fun at our 

community socials. If we could only start folk dancing we might 

be able to interest more young people. The young and old mix so 
well at play parties. 
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Act III. 


(Going Home) 

Well Mary, I’ve been doing a lot of thinking tonight and it 
to me we could hold play parties at our local meetings. We don’t 
do as much dancing as we used to because we haven’t the time. * 
Wouldn t it be grand if we could go to the local meetings and folk 
dance for an hour after the business and study group reports 
over? If we pushed the furniture around a bit in our parlor we 
could find some folk dances and singing games that we could do 
when the study group meets at our house next week. 

Mary: “Tom, do you mean you want to start folk dancing at Kenton? 

My stars! Well, if that isn’t a revolutionary step for a man to make 

in one evening. All I can say is, if you like folk dancing it will be 
easy to teach the others. 








Tom: 
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PLAN A PLAY PARTY 


Every leader is faced with the problem of planning an evening’s 

program to suit the crowd and circumstances. Very often after a tiring 

day at a convention, young and old find relaxation by participating in folk 

dancing and singing games. At a play party we must remember to have 

logical development from one kind of activity to another. For example, teach 

a simple circle singing game such as “Somebody Waiting,” then try “Captain 

Jinks,” followed by “Gustav’s Toast” which is more difficult. When people 
begin looking for seats after a strenuous folk dance 




















or singing game, you 
should take your cue and entertain them with a stunt or some musical 
numbers for the next five or ten minutes. 




The leader must be thoroughly familiar with the singing game or 

folk dance before he attempts to teach it to a group. Go over each move 

ment ahead of time with the music and be sure you know exactly how 

many beats are allotted to each movement. Also if there are words to the 

game be sure to write them on the blackboard or have mimeographed 
copies for the members. 








Never create the impression that you are going to teach a very difficult 
number. If the leader knows the “folk dancing business, 




has a good 

pianist to accompany him, and has a free and easy way of handling a 

large crowd, you will find that the group will enter spontaneously into 
the folk dancing spirit. 
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HOW TO TEACH FOLK DANCING AND SINGING GAMES 












1. By means of a whistle or by raising the hand, signal for everyone 

• « 

to join the circle. Be sure the men and women are alternated. 

2. Give the name and the origin of the folk dance you are going to 

teach. Ask the pianist to play the air over once. 

3. If there are words to the dance or game, have two or three people 

sing them with you. Then ask the group to sing the words over two 
or three times until the members are quite familiar with them. 

4. Decide how many separate movements each dance has and teach 

one movement at a time. If necessary practise each movement 
several times before you go on to the next. Demonstrate the 
difficult actions. 

5. Give your instructions clearly and distinctly. Take the dance very 

slowly for the first couple of times. 

6. Now the group is ready for action. Direct your group but refrain 

as much as possible from issuing too many instructions. This 
spoils the harmony and rhythm of the folk dance. 
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POINTS TO REMEMBER 










1. Counter-clockwise means to the left and clockwise to the right. 

2. When promenading in couples remember the gentleman is always 

on the inside of the circle with the lady on his right. 

3. Never let your arms fly when folk dancing. Place your hands on 

your hips in a graceful position. 

4. Be light and free when skipping or slip-stepping. 

5. Everyone must co-operate and play together in a folk dance. 
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FOLK DANCING KITS 
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Mr. Lynn Rohrbough, Director, Co-operative Recreation Service 
Delaware, Ohio, has kindly granted permission to reprint the words for 

six singing games and the Virginia Reel in this booklet. 

0 

Mr. Rohrbough prepared a special folk folder for rural groups in 
Manitoba. It contains the following numbers with music: 

1. Brown Eyed Mary—Ohio Singing Game. 

0 

2. Somebody Waiting—Iowa Singing Game. 

3. Gustav’s Toast—Swedish Folk Dance. 

4. Ach Ja—German Folk Dance. 

5. The Paw Paw Patch—Kentucky Singing Game. 

. 

6. .Turn the Glasses Over—Ohio Singing Game. 

7. The Wheat—Bohemian Folk Dance. 
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This folder may be procured by forwarding five cents to the M.F.A. 
Office, Royal Bank Building, Winnipeg. The music for these numbers, 
plus Captain Jinks and 0 Susanna, will also be found in the M. F. A. 
Music Kit. 

Once you have mastered these folk dances and singing games you 
will be interested in purchasing some of the twenty-five cent kits from the 
Co-operative Recreation Service, Delaware, Ohio. 

1. Play Party Games (Singing Games). Kit P. 

2. Treasures From Abroad (Folk Dances). Kit O. 

3. Quadrilles (30 American Square Dances and 11 Tunes). Kit T. 




t 


















































. i 
















« 
















Captain Jinks 

1. When Captain Jinks comes home at night 

He claps his hands with all his might. 

2. Salute your partner if you’re not too green, 

For that’s the style in the army. 

3. Join your hands and forward all. 

Forward all, forward all; 

Join your hands and forward all, 

For that’s the style in the army. 

Second Part: Same Tune. 
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4. When Captain Jinks comes home at night, 

The gentleman passes to the right. 

5. Swing your partner so polite. 

For that’s the style in the army. 

6. Promenade all around the hall, 

Around the hall, around the hall, 
Promenade all around the hall, 

For that’s the style in the army. 
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F ORMATION .* 

Couples in a single circle, facing in. 


m 








»• 


Action: 


) 


(1) Clap hands. 

(2) All bow to partners. 

(3) Join hands in complete circle and march to the centre and back 

twice. 

(4) Gentleman crosses in front of his own partner and takes partner 

of man on his right. 

(5) Swing lady once around and keep her for new partner. 

(6) Promenade counter-clockwise until song is finished. Then start 

over. 
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O Susanna 

I came to Alabama wid my banjo on my knee, 
I’m gwan to Louisiana, my true love for to see. 
It rained all night de day I left, 

De weather it was dry, 

De sun so hot I froze to death, 

Susanna don’t you cry. 


1 . 


2 . 


3. 


t 


Chorus: 

0 Susanna, oh don’t you cry for me, 

For I’m gwan to Louisiana, wid my banjo on my knee. 




4. 


• * 


F ORMATION: 

Single circle, by partners, all facing the centre. 






Action : 




(i) 


Ladies walk four steps to centre, and back to place. 

Men the same. 

• • 

Grand right and left. Partners join right hands and pass each 

other by right shoulders, men moving counter-clockwise, ladies 
clockwise. Continue in the same direction alternately taking left 
and right hands, weaving in and out. Counting original partner 
as No. 1, each will take the seventh person he meets as his new 
partner. 

On the chorus, each man gets a new partner, and joining hands 
in skating position, they promenade counter-clockwise. Come into 
a single circle at the end, and repeat as often as desired. 

The Paw Paw Patch 

1. Where, 0 where is sweet little (Nellie), 

Where, 0 where is sweet little Nellie, 

Where, O where is sweet little Nellie, 

Way down yonder in the paw paw patch. 

2. Come on, boys, let’s go find her (3) 

Way down yonder in the paw paw patch. 

3. Pickin’ up paw paws, puttin’ ’em in her pocket (3) 

Way down yonder in the paw paw patch. 


( 2 ) 






( 3 ) 












(4) 
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Formation : 

Same as for Virginia Reel with boys in one line facing partners in 
opposite line. (Girls on the right as partners face the head of the set.) 




Action : 












(1) Sing the first verse to the name of the girl at the head of the 

line, during which she turns to the right and skips down behind 
the line of girls, and continues on around behind the line of boys 
to place. 
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(2) During the second verse the same girl skips around the set 

followed by the whole line of boys, one behind the other, until 
all are back in position. 

(3) Without any break in the time, all sing the third verse. The first 

boy in the line joins hands with the first girl, each boy behind 
him takes his partner and all follow the head couple around the 
same course and back into original positions. 

0 

The head couple then retire to the foot of the set down the outside 
and the first verse is sung again to the new girl at the head. 

Repeat for each girl in turn. 

* 

Then play through again for the boys, “Where, O where is poor 
little Willie,” etc. 
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Somebody Waiting 

As I looked into your eyes, 

I beheld a glad surprise 
That there’s somebody waiting for me. 

Chorus: 

There is somebody waiting, 

There is somebody waiting, 

There is somebody waiting for me. 

(Two and three are sung to chorus music.) 
Now choose two, leave the others; 

Now choose two, leave the others; 

Now choose two, leave the others for me. 

» 

Swing the one, leave the other; 

Swing the one, leave the other; 

Swing the one, leave the other for me. 
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F ORMATION: 

Join hands in a single circle. Three or four extra players are in the 
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centre. 
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Action : 








(1) March to the left while singing. Each one in the centre selects 

two partners. 

(2) He swings one and leaves the other. Both hands joined. Partners 

whoi have swung, join the circle again. The old players remain 
in the centre and the game is repeated. 

Turn the Glasses Over 

1. I’ve been to Harlem, I’ve been to Dover, 

i # 

I’ve travelled this wide world all over, 

Over, over, three times over: 

Drink all the brandy wine, and 

2. Turn the glasses over. 
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Chorus: 


# 


3. Sailing east, sailing west, 

Sailing over the ocean, 

Better watch out when the boat begins to rock 
Or you’ll lose your girl in the ocean. 










4. 


Formation: 

Circle of partners, men on the inside, hands crossed in skating position 
(Right hands joined, left hands crossed under them.) One or more 
extra players are in the centre. 


# 
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Action : 


(1) Players walk in a circle counter-clockwise until they come to 

words, “turn the glasses over. 

# 

(2) Then each couple “wrings the dishrag” as follows: Keeping hands 

clasped, raise arms, turn away from each other, back to back 
under your own arm. (A minute’s practice will do the trick.) 

(3) Girls continue marching in original direction, while men reverse 

and march in opposite direction (clockwise), during which those 
in the centre join the men’s line. 

(4) On the word “lose” each man takes the nearest girl for his partner. 

Those left out go to the centre and the game is repeated. 
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The Needle’s Eye 

Needle’s eye that doth supply 
The thread that runs so truly; 
Many a lass did I let pass 
Because I wanted you. 






# 


Chorus: 






You, you, you, 

You, you, you, 

Many a lass did I let pass 
Because I wanted you. 

Additional Chorus: 

Many a guy did I let by,” etc. 

Many a feller, I kicked down the cellar,” etc. 
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Formation : 

0 

Players join hands in a single circle. One or more couples form a 
needle’s eye” by joining right hands in an arch under which the line 

may pass. 

Action : 

In time to the music, the circle of players moves to the left (counter 
clockwise). The person forming the inside half of the arch chooses 

from the line by lowering hands in front of the desired 
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partner. He (or she) then joins right hands with the one chosen to 

make a new arch. The retiring partner closes up the gap in the line 

• • 

by passing under the new arch and joining the line. Meanwhile, the 

chooser has stepped through the gap to the outside and the one chosen 
is the inner half of the arch. / ■ 

m 

Smoothness is accomplished by three simultaneous operations. 

(1) Inner partner joins right hands with new partner, and quickly 

turns her into his place while he becomes outer partner. 

t 

% 

(2) The old retiring partner steps under the newly-formed arch and 

closes the gap by joining hands with the line. 

(3) The circle resumes movement with almost no delay. 

This is very useful in starting with a large group as any number can 
play. It does not require partners and is easy to learn. 
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Virginia Reel 

Sir Roger de Coverley 

This is one of the oldest and most universal folk dances, published in 

England about 1685, and brought over by the colonists. It is sometimes 

known as the Sir Roger de Coverley. It is best executed with not 
than six couples in a set. 

F ormation : 

Two lines of couples, partners facing each other, with 5 to 7 feet 
between the lines. The “head” is toward the music. 

Step: 


more 
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* 




The step is a light walk on the toes, not a romp or a skip, neither is it 
a plodding walk. 




Calls : 






The following numbered calls are given by the leader for beginners, or 
where there are several sets, in order that all may keep together: 
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# 




Part 1—The Turn 

Head lady and foot gentleman forward and back. 

The head girl (1) and the foot man (6) advance diagonally toward the 

other four steps, curtsey and bow, and retire four steps backward into 
place (4 measures). 

Forward and turn with the right hand ‘round 9 . 99 

The head girl (1) and the foot man (6) advance, join right hands 
(shoulder high) make one complete turn, and return to places (4 measures). 
The head man and foot girl (1 and 6) do the same (4 measures). 

Forward again with the left hand ‘round 9 99 

The head girl and the foot man advance and swing around with 
left hands. The head man and foot girl do the 
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Forward again with both hands ‘round’” 

Head girl and foot man advance and swing once around with both 
hands. The head man and foot girl do the same. 

Do -si-do” (pronounced dough-see-dough). 

The head girl and the foot man advance, pass each other right shoulder 
to right shoulder, and, without turning, go around each other back to 
back and retire backward to their places. 

The head man and foot girl do the same. 

Repeat Do-si-do by left shoulder. 

Head couple down the centre and bach. 

9 + * ■ t » *1 •« * % . ; . ■' . • f * 

The head couple (Man No. 1 and Girl No. 1) join both hands and 

chasse (side slip and close) down the inside of the set four steps and return 

® # 1 . • 

to the head. 
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Part II. —The Reel 


# 






7. “Right arm to partner and reel. 

Right to the centre , left to the side. 

(a) The first couple (Man No. 1 and Girl No. 1) link right arms and 
turn once and a half around. (This leaves the girl facing the men’s line 
and the man facing the girls’ line.) 

(b) Then Girl No. 1 turns the second man half around in his place 
with left arm, while Man No. 1 does likewise with the second girl. Players 
in the line offer left arms. 

(c) Man No. 1 and Girl No. 1 then return to the middle and turn 
each other with the right arms. (To teach the reel it is sometimes helpful 
for the leader to call “Right to the centre, left to the side.”) 

(d) Girl No. 1 then returns to the men’s side and turns the third man 
with her left arm, while Man No. 1 swings the third girl with his left. 
Then they swing each other with the right arm again. 

(e) This is continued, each swinging the next in line, until they reach 

the foot of the set, where they swing each other half way around with 

« 

right arms, so that the girl finishes on her own side and the man on the 
men’s side. 

The head couple then join hands and chasse with side steps back to 
the head of the set where they drop hands and turn out ready for the 

march. 
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Part III. —The March 
Tune—We Wont Get Home Until Morning 
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Lead off for the march. 

The head couple separate, the man turning out and marching toward 
the foot directly behind the men’s line, followed by the men in single file, 
and the head girl at the same time marching down the outside of the girls’ 
line followed by all the girls. 
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When Man No. 1 and Girl No. 1 meet at the foot they join hands 
and go up to the head of the set, followed by the other couples. When all 
have reached their original places, all the partners, except the head couple, 
join hands and hold them high to form a long archway under which the 
head couple, with hands joined, side step quickly to the foot, where they 
remain. The original second couple now become head couple and the whole 
is repeated until all have been head couples. 

Variation —When Man No. 1 and Girl No. 1 reach the foot of the 
set they stop, join both hands to form an arch, while the players who are 
behind them go under the arch and up the centre toward the head. This 
leaves Couple No. 1 at the foot, and No. 2 becomes head couple. 
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SECTION VII. 




















































































































Group Projects 

Learn to enjoy team work and 
youll be a true co-operator . 
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The question of what to do with a group at a social or a house party 

is a common one. In this section group projects will be outlined. If people 

can learn to play and relax together in their homes and community halls 

then we are on the road to strengthening our work-a-day democracy. 

Webster’s definition is: “Team work is done by a number of associates, 

usually each doing a clearly defined portion, but all subordinating personal 

prominence to the efficiency of the whole.” Once this attitude prevails 

then selfish interests have no place in our recreation or working relation 

ships. To be at peace with yourself you must satisfy your personal desires 

and be in complete harmony with your fellowman. What better outlet 

have we for personal desires than through the medium of recreation. 

Being a good sport in recreation will make you a better citizen in every 
day life. 
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TABLE TENNIS 

Table tennis is a fascinating game, and one that old and young 
play together. It supplies excellent group entertainment and at the 
time requires a certain amount of skilful playing and rapid calculation on 
the part of the players. A table nine feet long and five feet wide is used 
for tournament play. If you wish to play doubles draw a three-quarter 
inch chalk mark down the centre of the table. The net is suspended across 
the table between posts at a height of six inches. 

Singles : 
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In serving, the ball must be struck by the server’s bat and bounced 
first in the server’s court before passing over the net. The server stands 
directly behind his end of the table and within the width of the table. 
Once a server fails to hit a ball with his bat, or does not let the ball bounce 
in his court first, or does not place the ball within the limits of the receiver’s 
court the receiver makes a point. 

The receiver should return the ball by striking it after the first bounce 
and before the second bounce. A player should never volley or strike the 
ball before it bounces. If a player fails to return a good ball, then he loses 
a point. No point is scored if the net handicaps the ball from bouncing on 
the other side when served, and the ball is served again. However, should 
you have a net ball when relaying the ball back and forth, this rule does 

9 

not hold. The server becomes the receiver after every five points. The 
player who makes 21 points first wins the game except in the case of 20 
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all, and in this event the server becomes the receiver and a change of 
service is made after each point until the tie is broken by two clear points. 
Before commencing to play agree as to whether you will play two out of 
three games or three games out of five. Change ends at the conclusion of 
each game. 
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Doubles : 

The players agree among themselves as to which side shall have the 
first service and which player shall have the first serve. This is played 
much the same as tennis. Service is made from the server’s right hand 

s 

court to the receiver’s left hand court. Service is alternated at the end of 
every five points, the same as in singles. Players do not change positions 
when receiving. When the service reverts to the team which had the first 
service the player who did not serve at the beginning serves. The best 
method for playing the ball is that of alternate strokes. This means that 
the first server will play the ball to the first receiver, this player will relay 
the ball, which in turn should be played by the partner of the first receiver. 

As long as the ball is in play this sequence of stroking should be observed. 

* 

If it is not, a player loses a point. 








































































































































































DISTRICT DRAMA PROJECT 

9 

% 

Many rural groups are interested in dramatics and occasionally ask 
for a simple outline of a drama festival suitable for amateur actors. 
The following rules, used by the Niagara Young People’s Presbytery in 
Ontario, may well serve as a guide. 

1. Members of the cast must be 

active members of your local 
organization. 

2. The directors for each cast should 

be local people, also members of 

your organization. 

3. Costumes must not be rented. 

4. Register your group with the 

organization or committee spon 
soring the drama project. 

5. Present the play before your own 

group once. This will give young 

actors more confidence when taken into a strange hall. 

6. Specify whether the play is to be non-royalty or royalty. 

7. Name the judges when the project is just being initiated. In this 

way a neutral choice can be made. 

& 

8. Judges should be supplied with a special score sheet. The 100 marks 

should be allotted as follows: 
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A. Stage—25 per cent: 
Make-up and costumes 
Lighting and setting. . 


10 points 
10 points 

Originality and resourcefulness in stage and costumes. . 5 points 


B. Acting — 1^5 per cent: 
Presentation of characters 

Stage grouping. 

Naturalness of acting. .. . 


25 points 
10 points 
10 points 


C. . Delivery—SO per cent: 

Clear enunciation and pronunciation 

Grace and poise. 

Naturalness of speech. 

9. A silver collection should be taken or tickets sold in order to defray 

costs and create a little surplus for the local treasury. 

The following one act plays have been found popular with rural 


10 points 

5 points 
15 points 


groups: 


Publishing 

Type of Play No. of Actors Company Royalty 


Name 


Comedy 
Comedy 
Comedy 
Comedy 

Who Gets the Car Tonight-Comedy 
All Set for Etiquette 

Polishing Henry. 

Hans Von Smash. 


In Doubt About Daisy 

Kidnapping Betty. 

Little Oscar. 

Sauce for the Goslings. 


.3 men, 3 women..Samuel French.. 

.3 men, 4 women_.Eldridge. 

.3 men, 3 women..Samuel French.. 

.3 men, 4 women..Samuel French.. 

.3 men, 2 women_.Dramatic P.D.„ 

.4 boys, 7 girls.Baker. 

.2 men, 2 women..Dennison. 

.4 men, 3 women..Dennison. 

......5 women 

.8 women 


High School 

Comedy. 

Farce. 

Not a Man in the House.Comedy. 

Men Not Wanted 
Bread. 


Dennison 

Dennison 


.Comedy. 

Struggle of 

American Farmer._2 men, 4 women__Samuel French..$5.00 
.Economic 
Conditions 


Our Lean Years 


..4 men, 4 women_.Samuel French..$5.00 

Four hundred and fifty one-, two- and three-act plays are available to 
groups for reading and selective purposes. Groups may borrow three plays 
for three weeks. 


A fee of ten cents per order is charged to groups affiliated with the 
M.F.A. Play Library, 610 Royal Bank Building, Winnipeg, Man. 

BACKWARDS PARTY 

Everyone must come to the meeting wearing at least two articles 
backwards or pay a forfeit of one cent. 

When members arrive they must say “Good-night” or “Good-bye 
and if they fail to do so charge the usual cent. Have two or three 
policemen standing around (with stick in hand and a silver badge on 
the lapel) to enforce the rules for the evening. These policemen can be 
a riot if they are good comedians. 

Open the meeting with “God Save The King” and close with“ O 
Canada. 
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4. Since everything is backwards, seat the guests so that they face the 

back of the room. On the walls there could be signs to the effect that a 
fine would be charged if anyone looked around to see what the speaker 
was doing at the front of the room. 

5. Serve the lunch at the beginning of the evening, passing around the 

cake first, the sandwiches and coffee last. 

6. Conduct the entire evening’s program backwards. Conclude with the 

chairman’s opening remarks and the reading of the minutes. 

7. Backward games should be played during the recreation period. For 

example, play musical chairs by walking around backwards, have 
relays with the members running backwards, and so forth. 

8. Sing your greeting and introduction songs at the very end. 

SHADOW PROGRAM 

Choose several proverbs which you wish to illustrate by means of 
shadows behind a large sheet on the platform. Lanterns or flash lights are 
used to direct light at the proper angle on the sheet, and all other lights 
are turned off in the room. Remember that the farther the light is from the 
sheet backstage, the smaller the figures will appear and vice versa. Actors 
should always stand as close to the curtain as possible without touching 
it, and present a side view in all actions. At times it may be necessary to 
turn the body but keep the profiles and actions with hands or feet parallel 
to the sheet. Style of dress adds much to the shadow effect. Old time 
costumes, puffed sleeves, knee-breeches, swallow-tail coats and wigs 
all help to amuse the audience. A good backstage manager is absolutely 
necessary. . 

1. Don’t Cut Off Your Nose to Spite Your Face: 

A girl who is wearing a long cardboard nose sits parallel to the sheet 
looking into a mirror, groaning and holding a pair of scissors in her right hand 
ready to snip a piece off her nose. Many gestures of exasperation and sharp 
snips make the audience howl with laughter. Lastly her lover appears 
the stage, gives a shriek and passes out in a dead faint when he sees his 
sweetheart cutting off her nose. His last sentence is, “Forget it, your 
nose isn’t too long. 

2. A Stitch in Time Saves Nine: 

Have an old lady with stooped shoulders and spectacles reading 
book and sitting in a rocking chair. Johnny comes in crying and shows 
granny the big rip in his trousers. (Tack a corner of a patch onto the seat 

of Johnny’s trousers.) Granny then takes kicking Johnny over her knee 

» " - • 

and goes to work with a huge darning needle. (Tie some thick cord onto 
a big knitting needle, as this gives a better shadow effect.) 

3. Spare the Rod and Spoil the Child: 

Place a mother, father and child around a dinner table. The child 
picks up his dish and smashes it on the floor. The father jumps up and 
turns the boy over his knee. He has a long stick raised in the air ready to 
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commence the punishment when the mother runs over and grabs the stick. 
They argue and little Johnny creeps out. 

4. In the Good Old Summertime: 

For a little variation ask the audience to sing this song while two of 
the young people go through motions behind the screen which suit the 
words of the song. The lover on bended knee makes a very effective 
shadow. 
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PUBLIC SPEAKING CONTEST 


The following is a set of rules suitable for a local public speaking 

c 

contest and may be adapted to suit the circumstances. 

1. Any young person whose family 

belongs to the local organization may 
enter either the Junior (16 years and 
under) or the Senior (over 16 and 
under 30 years) public speaking sections. 

2. Contestants are given one month in 

which to prepare and collect material 
for their speeches. 

3. Time Limit: Juniors are allowed five 

minutes and seniors ten minutes. 

4. Contestants should write their speeches 

out in full and have them at hand, but 
when speaking only brief notes on small pieces of cardboard or paper 

should be used. 

5. Originality means a great deal in public speaking so do not quote any 

material from books, pamphlets or references unless you give the 
source and the name of the writer. 

Junior Section 

1. A pet I’ve had and how I cared 

for it. 




















































































Senior Section 

1. Why I Want To Be a Farmer 

(or a Farmer’s Wife). 

2. Municipal Health Service. 

3. Soil Conservation. 

4. What Place Have Folk Schools 

in a Rural Community? 

5. The Duties of a Canadian 

Citizen. 

6. Canadian Literature and Art. 

7. How Can Study Groups Lead 

to Co-operative Action? 

8. Motion Pictures—An Adverse 

or Favorable Influence. 

9. What Can Farm Youth Accom 

plish Through a Farm Organi 
zation ? 

10. An Adequate Wheat Policy for 

Canada. 


% 


2. Junior Red Cross Work. 

3. The History of our Community. 

4. How a Study Group Works. 

5. Life on a Manitoba Farm. 

6. What is Co-operation? 

7. Value of Sports. 

8. My Favorite Book (or author). 

9. My choice of a Career, and 

Why. 

10. The Place of the Credit Union 

in a Community. 
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For general hints on preparing a speech, write to the M.F.A., 610 
Royal Bank Building, Winnipeg, Manitoba, for the study group booklet 

V 

on “Public Speaking.” A charge of ten cents, plus postage, is made to all 
groups outside the province. 






















ETIQUETTE CONTEST 

If the president of a woman’s organization is unmarried, do you 
address her as Miss President? No , Madam President. 

Should a man walk between two women or on the outside? On the 
outside , but on certain occasions he often prefers to walk in the centre. 

Who should give the first sign of recognition when a man and a woman 
meet ? By convention , the woman should speak first . (As a rule, either 
speak first.) 

Is it correct to introduce yourself to a person whom you know some 
thing about? Yes. 

Should a young woman rise if an introduction is made to or by a 
woman older than herself? Yes. 

m 

* • 

Is it correct to recall oneself to a person whom one has previously met ? 
Yes , if it is done gracefully. 

On what two occasions does a man shake hands ? 

1. When introduced to another man. 

2. When a lady offers her hand. 

8. What should a gentlemen do with his hat when he meets a lady? 

Raise it (not tip it). 

Name two or three courtesies one car driver should extend to another 
driver. 

1. Give a passing car room to pass. 

2. Move over and permit a car to pass through a difficult spot. 

3. Toot the horn before attempting to pass the other car. 

Is a younger woman presented to an older woman? Yes. 

Is it correct to present an unmarried woman to a married woman? Yes . 

At a large meeting or dinner, is it necessary to be introduced to every 
one sitting near you before you speak. No , all who meet under a friend’s 
roof or at a meeting are automatically expected to be friendly. 

Upon the announcement of an engagement, who should be congratu 

lated? The prospective bridegroom. 

Who breaks the engagement? The girl. 

How do you eat a slice of bread ? Break it in pieces. 

16. Do good manners require you to leave some food on your plate? No. 

17. If four couples enter a theatre, church or hall, how do they go down 

the aisle ? Each man beside his lady. 

18. Would you remove your guest’s plate from the left or right? From the 

left. 






1 . 


2 . 








3. 






4. 
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9. 




10 . 


11 . 
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19. Would you introduce a young man to an older man or vice-versa? 

The young man is presented to the older man. 

20. Should you wait until every one at the table is served, including your 

host and hostess, before you commence to eat? No , once a hostess 
suggests her guests should commence they may do so. 


QUIZ CONTEST 


1. Did the twentieth century begin January 1st, 1900, or January 1st, 

1901? January 1st, 1901. 

2. Mrs. Green and Mrs. Black decided to have an afternoon tea. Mrs. 

Green let her kettle boil four minutes and Mrs. Black six minutes. 

0 

0 - * 

Which water was the hottest? Both the same , as there is only one 

boiling point for water. 

3. What makes a cake burn before it cooks. Too hot an oven. 

4. How much is 3 times 3, minus 3, divided by 3? Two. 

5. How many columns wide is the average newspaper? Eight. 

6. Can you name the Great Lakes? Ontario , Erie , Huron , Michigan , 

Superior. 

7. Why might a farmer take a look at his cows to determine which way 

the wind was blowing? Cows turn their hacks to the wind. 

8. If you had a goober, would you put it in a cage, eat it, or play with it? 

Eat it. A goober is a peanut. 

9. A rainfall of 1 inch equals how many inches of snow: 3, 5, 10 or 18? 

Ten inches. 

0 

10. What is a credit union? A credit union is a small co-operative hank . 

It receives deposits from and makes short term loans to its members. 

0 

11. The usual number of prongs in a field pitch fork is: 2, 3, 5, 8, 10? 

Three prongs. 

12. What do the initials C.F.A. stand for? Canadian Federation of 

Agriculture . 

13. What year did Manitoba celebrate its Diamond Jubilee? 1930. 

14. Where did the name Folk School originate? Denmark. 

15. Answer the following questions: Five and two make. 

Six and one make.— 

• . 

How many weeks in a day.( None) 

. (Irish Rose) 

(The Flying Trapete) 
. (In the Sunset) 

17. Count from one to ten backwards quickly: 10, 9, 8, 7, 6, 5, 4, 3, 2, 1. 

•• _ , _ _ ^ _ 

18. Which of the following would look best in an orchestra? Baboon, 

Bassoon , Monsoon. 


(7) 


( 7 ) 


16. Complete the following songs: My Wild. 

The Man on 
Red Sails. 
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19. If three hen eggs are placed in a vessel of salt water, which will be 

the freshest? 

The one which: 

(a) Sinks to the bottom . 

(b) Floats under surface. 

(c) Floats half out of water. 

» 

20. Wind 1 of the following animals is a marsupial? Dog, horse, elephant, 

pig, kangaroo , antelope. 

21. If you were offered either $1,000 biannually or $1,000 biennially, 

which would you take ? 

• , s 

22. How many birthdays has a person who is old enough to vote? 

Twenty-two birthdays. 

__ _ • 

23. When a dog walks which leg moves with the front left leg? Right 

rear leg. 

' ♦ 

24. How many two-cent stamps are in a dozen ? Twelve. 

• • • 

• *j • 

25. If it is 360 degrees around the earth and the earth is nearly four times 

the diameter of the moon, how many degrees is it around the moon ? 
Every sphere has 360 degrees . 
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CRAZY WHIST 


1. Number the tables. 

2. Winners move up to next table at end of each hand. 

3. Winners and losers change partners. 

4. Trumps are indicated in the outside column. 








Trump 


Score 


H 


1st hand—Count honor cards. 

2nd hand—Count opponents’ tricks. 

3rd hand—Play three tricks and pass hand to your left-hand 

neighbor. 

Each player adds his or her waist measurement in inches to 

score. 




E 


A 


R 


4 


T 




S 


Total.... 






Winners move to next table. 

1st hand—Count opponents’ tricks. 

2nd hand—If any player speaks after cards are dealt he 

forfeits three points. 

3rd hand—Draw a card from your right-hand neighbor for 

• ^ 

every trick played. 




s 












p 






A 




D 
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E 










s 


Total.... 


Winners move to next table. 
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1st hand—Tricks count double. 

2nd hand—Each player counts his own tricks only. 
3rd hand—Winners forfeit three to losers. 


C 




L 


# 


U 




Total..._ 


B 


Winners move to next table. 

4 • 

Exchange score cards with partners. 

1st hand—Each player adds his or her house number to 

score. 
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2nd hand—Winners add five points if partner’s eyes are 

brown. 

3rd hand—Each player adds size of shoe to his or her score. 
Losers add 15 to their score if they attended the last local 

meeting. 


A 






















M 












* 






























O 


























N 
























D 




+ 
































Total.... 
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Trump 






1st hand—Losers double score. 

2nd hand—Tricks count double. 

3rd hand—All players play with cards face down. 

Return score cards to original owners. 

Players then reverse the figures in total score on their cards. 

Total... 
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CAMERA CLUBS 

Many rural study groups have organized camera clubs during the 
summer months. Once or twice a month the group meets in a private home 
or goes on a hike. Each member takes a roll of films with his camera. This 
roll is developed and brought to the next meeting where the members 
offer constructive criticism on each snap 
shot. Thus the members try to improve 
their photographic technique from week 
to week. Members learn how to take 
candid shots, group people, obtain bal 
ance in pictures, observe proper lighting 
effects and so forth. Camera club mem 
bers learn to appreciate good photography. 

Many will wish to enter enlargements in 
provincial competitions. You can derive 

much enjoyment by making photography 

% 

one of your hobbies. 
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LOCAL PHOTOGRAPHIC CONTEST 

1. Every member may enter one, two or three snapshots in each class. 

2. Place your name, address and a title on each snapshot or enlargement 

which you enter in the local or provincial contest. 
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3. Snapshots must be taken by the individual with amateur equipment. 

Professional photographers are barred. 

4 

4. Snapshots could be divided into the following classes: 

A. Landscape. 

B. Closeup Composition—people, animals, etc. 

C. Interior Pictures. 

D. Portraits. 

E. Group Pictures—folk schools, study groups, radio forums, clubs, 

community schools, conventions or camps. 

F. Home and Garden Scenes. 

G. Recreational Activities—hockey, folk dancing, skating, etc. 

I 

5. Set a date for your local photographic contest to open and close. 

6. Snaps should be judged for their photographic quality, picture interest 

and composition. When taking snaps of people or animals be sure that 

* they are placed in such a position as to tell an interesting story to the 
observer. 

0 

7. First prize local snaps should be enlarged for the provincial competition. 

Please note the following specifications for enlargements: 

(1) Enlargements should be mounted. 

(2) Enlargements should be at least 5 in. x 7 in. 

(3) Double weight photographic paper should be used. (Dull finish). 

(4) Enlargements should be well balanced and have a centre of 

interest. 

(5) Enlargements should be made by expert photographers. 

8. Snapshots and enlargements which are entered in a contest this year 

are not eligible for the contest next year. 

For further information on photographic contests and dates write to 
the Manitoba Federation of Agriculture, 610 Royal Bank Building, 
Winnipeg, Manitoba. 
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SECTION VIII. 

Recreation and the Community 


Many desirable recreations are co-ojperative; they call for 
community spirit; they present the opportunity for doing 
things together; they build group movements; f oster neighbor¬ 
hood activities. Games , folk dances , play-acting , pageants , 
beautifying towns and roads , preserving and creating 
scenery , making environment more interesting , all may be 
engaged in by communities. 

A recreation program for rural youth should be based on the funda 
mental needs of all young people living in rural areas. Since our com 
munities are often composed of many different nationalities we must 
choose our projects with due concern for all. Leaders should consider the 
various age-groups participating and plan their projects accordingly. The 
more mature young people may not be interested in a project suitable for 
adolescent youth. Men and women in their twenties and early thirties, 
particularly young married couples, realize that they are permanently 
settled in the country. They will have developed an intelligent appreciation 
of rural problems and will be enthusiastic about undertaking projects 
which will benefit community life. Young people in their teens or early 
twenties are more concerned with social and recreational activities. They 
have no immediate family ties and consequently feel little responsibility 
for improving the local conditions which for years their parents have 
tolerated. 




E. E. Calkins. 








A profitable beginning in surveying this field of activity is to make 
an analysis of the community. Particular needs will be discussed and 
activities which have a special appeal for youth will be suggested. Com 
plete the following chart to get a brief survey of your community: 

How many young people are there in your community and what 
is the largest age group?... 

What forms of recreation are the most popular at present?__ 








1 . 


2 . 


Why do these particular types of recreation have the greatest 
appeal?.....,..... 

What groups are already functioning in your community ?. 

What comtnunity projects would these organizations be willing to 
sponsor together?..... 

What are the young people’s social problems?...... 

• • 

What resources and leaders are available to the groups?... 

Have any of the young people received leadership training at a 
community school or camp?.:....... 


3. 


4. 


5. 


6 . 


7. 


8 . 
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LEADERSHIP TRAINING 






Potential leadership in young people should be encouraged by older 
members. Recreation is the best medium of developing leadership qualities 
in young boys and girls. A change of environment is very often just the 
right stimulus to interest young people in community organizations. For 
the same reason older members should attend a camp, community school 
or annual convention at least once a year. Hearing about other community 
experiences and meeting new people does a great deal to broaden and 
formulate a young person’s views on community life. Many groups have 
witnessed their young people returning from a leadership school fairly 
bubbling over with new ideas which they have been most anxious to 
introduce at future meetings. 




























Good leaders will have the foresight to visualize what dormant 
qualities may be awakened in a student. Talents and marks of leadership, 
which the older people never dreamed existed in these young people, were 
brought forth by encouragement and the fact that someone believed 
they could do it.” You ask if it is possible to arouse a permanent enthusi¬ 
asm in a young person as a result of a few days’ training. This is where 
the community plays a very important part. If local leaders will make 
a special effort to see that young people, who are enthusiastic about working 
in the group, are given every opportunity to develop leadership ability, 
the chances are nine out of ten that they will continue to take a great pride 
in community projects. The trademark of a good leader is not so much the 
amount of work he does in the community himself, but rather the number 
of young people he can inspire sufficiently to carry on year after year. 






(( 


CHOOSE A SPORT AND A HOBBY 


I 


To be a well-balanced individual in harmony with yourself and 
your fellowmen, you should master at least one hobby plus a winter and 
a summer sport. Choose forms of recreation that are particularly suited 
to your physique and working hours. Remember that confidence is engend 
ered through learning to do a limited number of activities well. There is 
an old saying which reads, “learn to play and you will add ten years to 
your life.” Careful analysis shows how true this statement is, as recreation 

affords mental relaxation by erasing all the daily worries from our minds. 

# 

It also exercises those parts of the body which normally would not be used 
during the working hours. Furthermore, to be proficient at sports calls 
for persistence when learning, alertness of mind, systematic planning of 
leisure time, graceful action, plus many other characteristics which a 
young person would not ordinarily pick up in a class-room. 
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WHY DO YOUNG PEOPLE GO TO MEETINGS? 

The question of why young people join groups was answered in the 

form of a questionnaire at three folk schools. It is very interesting to note 

that ninety percent of the students stated they joined groups because 

they wished to have a good time and to meet congenial young people of 

both sexes. Other reasons which appeared on the majority of the sheets 

were: to develop leadership technique; to overcome inferiority complex; 

to learn more about co-operation and public speaking; to study farm 

problems and ways of solving them; and to be of assistance to the 
community. 
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HOW TO ENSURE THE SUCCESS OF LOCAL UNITS 

# 

Many communities fail to see the fundamental need for recreation. 
Consequently, their main concern is that of developing worthwhile 
projects which will benefit them intellectually or financially and, at the 

same time, improve local conditions. Projects such as those listed below 

• / 

are highly recommended. Choose a community project and then decide 
which recreation project could be organized in conjunction with it. 
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Recreation Projects 

1. Skating and curling rinks. 

2. Roller skating rink. 

3. Drama festival. 

% 

4. Tennis court. 

5. Bowling green. 

6. Badminton floor. 

7. Baseball and rugby field. 

8. Arts and craft. 

9. Folk dancing. 

10. Music appreciation. . 

11. Annual public speaking contest. 

12. Regular monthly socials. 

13. Recreation room (ping pong, 

etc.) 


Community Projects 

Public library or book club. 

• • 

2. Community hall. 

3. Leadership schools or camps. 

4. Home and garden contest. 

5. Hot lunches for school children. 

Credit union. 

7. First aid. 

8. Rural electrification. 

9. Municipal health system. 

10. Agricultural improvement 

clubs. 

11. Cold storage lockers. 

12. Study groups. 


1 . 














6 . 
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A Chicago theological seminary student studying the relationship 

% 

between education and recreation happened to choose the co-operatives of 
Ohio and Indiana for his material. He made the discovery that the Co-ops 
having recreation programs such as folk dancing survive and grow while 
the Co-ops without such programs fail to make progress and often fail in 
the end. This explained a long standing puzzle of why one Co-op failed 
and another succeeded, when regional and economic interests of both 
were virtually the same. As a result of this survey a National Co-operative 
Recreation School was set up within a year. The United States has within 
the last few years established excellent recreation schools in New York, 
Ames, Chicago, Minneapolis and Brule. 














CO-OPERATIVE RECREATION CENTRES 




One town in Manitoba recently undertook to purchase a local hall 
which, for twenty years, had been a community need. Many people sat 
back and frankly said there wasn’t enough money in the community to 
pay for the hall. An active local group decided to make it a co-operative 
project. They asked each organization in the surrounding district to take 
a turn at preparing a monthly program or social. The vitality and 
enthusiasm with which the groups undertook to sponsor their monthly 
programs was amazing, and inside of a year the hall was almost paid for. 
One member said the project brought the community back to life and 
that everyone seemed to be having a good time, not only because they were 
having enjoyable social programs once a month, but because as a united 
group they had achieved their objective. 














































Another Manitoba community saw that their young people were being 
attracted to neighboring towns and indulging in undersirable and even 
harmful amusements. Instead of forbidding the young people to attend 
such places, they set about to organize a community centre. After three 
years’ work they had transformed one large building and two smaller ones 
into a youth school. They have a good stage for dramatics, a floor suitable 
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for roller skating, a room large enough for folk dancing, a good library, 
ping pong tables, work shop, and ample grounds around the buildings for 
rugby, baseball, exhibitions, picnics and experimental plots. Local men 
are introducing educational films. Plays and pantomimes are produced on 
occasions. The boys and girls take a great personal pride in showing a new 
comer around their centre. The young people are beginning to realize that 
they can accomplish more and enjoy themselves at the same time by taking 
part in the activities at home. Consequently, they do not have the same 
desire to drive fifty miles for an evening’s entertainment. Each year they 
set a couple of new objectives to work towards, and with the assistance 
of community schools the enthusiasm never wanes. 
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Other towns are attempting to work out 
similar recreational projects, but without com 

plete success. This is partially due to the fact 

• • 

that all the organizations in a town have been 
striving individually for a different objective. If 
every village, town or school district had a 
co-ordinating council which met once or twice a 
year to decide what community project they 
were going to sponsor co-operatively, there 
wouldn’t be so much waste energy exerted by the 

local members. Groups become discouraged 

«• 

when they fail to show constructive results at 
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the conclusion of each year’s work. The members feel that their leisure 
time was not spent for a worthwhile cause. Consequently, 


















a group gives up 

in despair, convinced that neither their society nor any other can accom 
plish anything by way of community betterment. If, in these communities 
there had been a unity of purpose, these same youth and adult groups 
could have moved mountains and by co-operative effort built up a com 
munity life the equal to every man’s dream. 
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When people in the same community have learned to play together 

then they can work together. Recreation and education will always go 

hand in hand to build or develop any new project which a co-ordinating 

council has sanctioned. George A. Lundbert, of Columbia University 
Teachers’ College, has said: 

largely a question of what we train them to do. The choice and technique 

of leisure pursuits are not acquired any more spontaneously than 

the choice and technique of vocational pursuits.” When planning a 

community project remember the co-operative motto: “Each for all, and 

all for each, and when conducting the social hour, let this be your slogan: 
“Fun for all, and all for fun.” 
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